
The world’s #1 computer and videogame authority September 1998 

a 

* 

Plus: 
Square s 

Parasite Eve 
reviewed 

PlayStation 2 news ^ 

P Gauntlets 
returns i 

LLLU ijUU -> I r \ J_r 

www.next-generation.com 

$5.99 U.S. $6.99 CAN 

0 9 > 

volume four 

o 74470 02585 6 

SMWs flj/aj’yjjjlUiiJ 
r-jJiJiJ Mila 

7iie first 
'JjIB gr® 13 ildbr Baking 
teClMOlOgi/ 

^ Hat tils iJiiveJupers 
are saying 
Sega’s strategy 

li'J 
jD 1'i^'iimi 





introducing 

FROM DREAMS 
TO REALITY 

Time is the great healer. Tomb Raider ///, 

previously voted the biggest disappointment of the recent 

E3 show, is coming along nicely and is previewed, in all its 

high-res glory, on page 76. We may have had it up to our 

collective necks with Ms. Croft, but with the movie looming 

large in '99 and another outing in the cards, even Next 

Generation has to admit that this girl has staying power. 

Of course, this phrase also applies to the company behind 

the star of this issue: Dreamcast. 

Sega certainly has staying power, though it's been a long 

and winding road — and one that has been littered with so 

many hardware disasters and development missteps that 

we have to marvel at the sheer size of the comeback. Or 

rather, the potential comeback. Dreamcast hasn't made it 

yet, but it has already piqued the interest and sparked the 

imagination of the world's development community — a 

first, vital step toward success. As Sega relearns the rules 

of the hardware launch, the videogame world is watching 

from behind the glass, marveling at the power of the 

machine and dreaming of the games that are yet to come. 

The buzz is back, and the full story starts on page 90. 

And what of Sony? As PlayStation approaches the final 

furlong, Next Generation corners the always 

controversial president of Sony Interactive Studios, Kelly 

Flock, for a frank discussion. Electronic Arts, for one, may 

be wishing we hadn't. The fun starts on page 108. 
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introducing 

DREAMCAST 
The full story... 
The next year will be the most critical ever in Sega's 

history as the company will literally sink or swim on the 

strength of Dreamcast. is the system up to task? is the 

company focused? A Next Generation report... 

92 SHOICHIRO IRIMAJIRI 
The top man at Sega is well aware what a 
pivotal moment the Japanese launch of 
Dreamcast is going to be 

94 BUSINESS STRATEGY 
A system lives or dies by its third-party 
titles. How Sega is changing its third-party 
plan to woo publishers back to the fold 

1 95 I FIVE MYTHS 
It hasn't even been released yet, and 
already everyone has some wrong ideas. 
Next Generation shatters five myths 

TECHNOLOGY 
As with any new system, Dreamcast is 
home to technology demos galore. Take a 
look, and see what it can do 

98 DEVELOPERS 
The steps Sega is taking to make 
development as friendly as possible, and 
how a few key developers think it's going 

101 GAMES 
All this new technology is great, but what 
does it mean to the gamer at the end of the 
day? Can we expect anything new? 

102 WARP’S D2 
The only officially announced Dreamcast 
title hails from one of Japan's most 
unconventional developers 

93 100 
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Congratulations Erik and Jen — make 
this one stick, brother of mine. The 
doghouse award for July goes to the big 
CC: 'May flaming voles crawl into your 
private places' Enjoy your million dollar chair Simon, 
it sure looks comfy. 

BEA 
V 

How the hell did he turn Imagesoft around? 
Several years ago Sony Imagesoft was known for hopelessly bad titles like Hook and Frankenstein. Then came Kelly Flock, 
PlayStation, and GameDay. Did the fact that imagesoft was owned by Sony have anything to do with its success? How goes the 
battle with EA Sports? Next Generation has a provocative chat with the outspoken head of the newly rechristened 989 Studios. 

intelligence 
All the gaming news of the world, relocated to the front of the magazine so you can read it first. This month, videogame piracy • 
PlayStation 2 news • The history of the high score • The Learning Company buys Red Orb • Nintendo partners with Hudson 



introducing 

Alphas: 35 games previewed 
The best of what's yet to come, including: Redguard (PC); Xena (PSX); Final Fantasy VIII (PSX); 
Blood 2 (PC); Turok 2 (N64/PC); Sid Meier's Alpha Centauri (PC); Diablo 2 (multi) 

Finals: 23 games reviewed 
The good and the bad, including: Parasite Eve (PSX); Descent Freespace (PC): Vigilante 8 
(PSX); Kartia (PSX); Mystical Ninja (N64); N20 (PSX); X-Men vs. street Fighter (PSX) 

1 08 | ANALYZING 
intelligence 
Gaming news from around the world 
11 Movers and Shakers (business news) 
14 in the studio (breaking titles) 
16 Toolbox (developer software) 
18 Arcadia (coin-op news and updates) 

24 NG JAPAN 
Big in Japan 
What's hot and what's happening in the Land of 
the Rising Sun: Sega's latest coin-op, Spike, 
storms the arcades; SNK's new PDA 

33 NG SOFTWARE 
Alphas 
what's new and hot: Tomb Raider III (PSX/PC); 
Redguard (PC); Xena (PSX); Uprising X (PSX); Final 
Fantasy VIII (PSX); Grim Fandango (PC); Blood 2 
(PC); Diablo 2 (multi); Gauntlet: Legends (arcade); 
Turok 2 (N64/PC); Glover (N64) 

108 TALKING 
Kelly Flock 
if there's one man in the gaming industry who's 
never afraid to speak his mind, it's the head of 
Sony's 989 Studios (or the developer formerly 
known as Sony Interactive Studios America) 

WWW.NEHT-GENERflTION.COM 
Next Generation Online 
The Web's premier source for news, updated 
constantly 

125 RATING 
Finals 
The sweet and the bittersweet: Parasite Eve 
(PSX); Descent Freespace (PC); Turbo Prop Racing 
(PSX); Vigilante 8 (PSX); Kartia (PSX) 

| 1511 CORRESPONDING 
Letters 
The president of the IDSA responds to the 
emulator issue. We respond back 

153 NOW HIRING 
The game industry needs more people, now 
more than ever — your ticket to greatness? 

159 ENDING 
Next month ... 
An exclusive profile of LucasArts, including new 
Star wars titles. On sale September 22 07 
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The problem of Internet: videogame piracy heightens, 
and Sony shows its hand on its next generation console 

INTELLIGENCE 
Game industry news and analysis 

CRACKDOWN 
As Internet videogame piracy increases, 

so too does action against it 

□ he game industry has a huge 

problem on its hands. 

The past year has seen a 

dramatic increase in the number of 

videogame piracy operations on 

the Web. The Interactive Digital 

Software Association (IDSA), which 

has been leading the crackdown on 

The IDSA is coming down hard on people who 
them over the internet; the crime can result in 

Internet videogame piracy, receives 

more than 300 leads a month in 

regard to this problem. Says IDSA 

President Doug Lowenstein: "It's 

clear that pirates are becoming 

more brazen, are putting more and 

more titles onto their sites, as well 

as selling mod chips and Mr. 

Backup units, and generally daring 

the industry to act." 

It's no dare anymore. The 

industry is acting, and in a big way, 

bringing in the U.S. Customs 

Service, the New York Police 

Department, the Department of 

Justice, and the FBI. in fact, the FBI 

recently boosted intellectual 

property rights protection closer to 

the top of its priorities list. 

in one case several months 

ago, U.S. marshals busted a piracy 

operation in New York City that 

was selling gold PlayStation discs 

and soliciting orders through 

houses and 

that were seized 

more than 100 different 

PlayStation titles, some modified 

PlayStation hardware, and a 

recordable drive that was being 

NEWS BITES 
Sideswipe comment of the month goes 

to Revolution boss Charles Cecil. When 

announcing the developer's split with 

Virgin, he explained: “Our relationship 

with Virgin Interactive, particularly its 

European arm, has worked very well, 

but it is now time to move on.” What 

can he mean? 

Once again the inherent dangers of rushing 

legislation into new technology arenas have 

emerged. Arizona Republican Senator Jon 

Kyi is attempting to ban gambling on the 

Internet. But his broad definition of 

“gambling" Gavel'S innocent pastimes like 

fantasy sports leagues. 

EA has once again shown its global 

leadership in the piracy question. 

Working with Turkish police and the 

IDSA, it helped manage a bust of a 

piracy outfit importing counterfeit games 

worth $300,000 into Europe. 

used to copy the games onto 

CD-R. The bust occurred after the 

IDSA and eight of its members — 

SCEA, EA, Capcom, Crystal 

Dynamics, GT, interplay. Virgin, and 

THQ — filed a complaint. And this 

was just one instance. The IDSA 

has in the past shut down more 

than 50 web sites offering pirated 

entertainment software over a 

period of several weeks. 

An indication of the 

seriousness of the crime is the 

penalty. For a civil copyright 

infringement, perpetrators face a 

fine of up to $100,000, and for a 

civil trademark infringement, fines 

can go as high as $1 million. 

Fiowever, for a criminal copyright 

violation — the kind that results 

when a large operation is selling 

discs for profit — perpetrators 

face equally big fines and a 

maximum of five years in prison 

for each infringement. 

internet videogame piracy 

is a very young crime. Only in the 

past two years has the Internet 

started to boom, as more and 

MicroProse chief Steue Race recently told 

a news agency: “We've seen Proiect X, 

evaluated it. and we don't think that it's a 

prudent risk for us to take. We think there 

are definite questions on the long-term 

viability of the system." The backlash has 

begun. It must be noted, however, that 

MicroProse boss, Steve Race, used to 

work closely with Bemie Stolar at Sony ... 



PLAYSTATION 2: THE STORY SO FAR 

In recent months, first-party 

and select third-party developers 

have been getting briefed on the 

capabilities and components of 

the PlayStation 2 hardware. While 

Sony was predictably low-key 

about the hardware at E3, it's 

been forced to reveal some of its 

hand because of the growing 

hype surrounding Dreamcast. 

According to developers 

Next Generation has spoken to, 

Sony has completed the chipset 

and is currently developing 

libraries for the system. Sony has 

indicated that the console is 

based on a single-chip solution. 

Developers have also indicated 

that the power of the machine 

will be on par with the 3D 

capabilities of Dreamcast. One 

developer told Next Generation: 
"We're planning on doing the 

more people have become 

connected. Piracy itself has 

always been a problem for all 

creative content industries — 

movies and records, for instance 

— but the explosion of the 

Internet makes the ramifications 

that much greater. 

same projects on both machines, 

given that the capabilities look 

like they will be very similar." 

. He went on to comment that 

he anticipated PlayStation 2 being 

more difficult to develop for than 

Dreamcast. He also said that it 

would almost certainly be far 

more difficult to port PC titles 

to the unit. 

in other PlayStation 2 

news, Sony is asking 

developers if they feel 

the need for a DVD 

medium as opposed to 

the current plans for 

CD-ROM. Sony 

hasn't committed 

one way or the 

other, but the fact 

that it is still polling 

developers is a good sign. 

Originally, potential developers 

basically honest and would not 

knowingly buy a pirated game in 

packaged form may be more 

inclined, in the privacy of their 

home when no one's looking and 

the fear of trafficking in stolen 

goods is reduced, to download or 

buy counterfeit goods." 

were told that the system would 

be CD-ROM-based, as Sony 

wasn't sure that the DVD format 

would be viable considering the 

time frame. 

Developers have indicated 

that Sony is planning a Japanese 

launch for the year 2000 with a 

U.S. launch to follow. Of course, 

by then, Dreamcast will have 

been on the shelves in Japan for 

more than a year and in the U.S. 

for some six months. 

If profits are being usurped by 
pirates, [companies! can’t make as 
high-quality games 

For one, it makes it simple for 

just about anyone to distribute 

product. How simple? "Well, 

suffice it to say," says Lowenstein, 

"it's quite easy for anyone with a 

modicum of computer and 

Internet literacy." Another problem 

is that the consumer now has an 

easy, covert conduit for buying 

games at much lower costs. 

"Internet piracy is especially 

troublesome," says Lowenstein, 

"because people who are 

The industry hope is to stifle 

the problem before it becomes so 

pervasive that an overwhelming 

number of consumers 

become tempted. 

If consumers really think 

about the issue, they come to 

realize that internet game piracy 

not only hurts game companies, 1 

but also themselves. A typical 

game may cost upward of $1.5 

million, just to develop. 

Companies depend on profits to 

fund future projects, and if their 

profits are being usurped by 

pirates, they can't make as high- 

quality games. Honest consumers 

become the victims — while they 

continue buying gamesat full 

price through legitimate channels, 

they see/he quality of future titles 

compromised by dishonest buyers 

tryingfo save a few dollars. 

But there's a more emotional 

issue here too. "You're taking 

something that people have 

worked on for 18 months fir more, 

often for 16 hours a day," says 

Lowenstein, "something tha? 

people have poured their create 

heart and souls into, something 

they've invested millions of 

dona’s to create and millions 

mora to market, and in a 

nanosecond, you're making it 

avaij&ble for free or nomin&co$s 

Jeople all over the world 

denying the creators theyfchano 

to profit from their artiste and 

creative expression. ‘Mat's wrong, 

and shameless." / 

WHAT IS IT? 
These two companies once competed 

for consumer dollars in the console 

hardware market and now have joined 

forces to take on an old rival as well as 

a proven newcomer. 

Nintendo rarely admits to such foolishness 

as making mistakes. But Shigeru 

Miyamoto recently came pretty close. “I 

feel there is a bad atmosphere here that 

you can’t do something new at Nintendo 

these days. I never would have thought 

things like that before. Now we are 

changing into an organization that allows 

people to create things." 

Origin has faced much criticism for 

trailblazing online gaming. Now it’s trying 

online retailing. Wing Commander: Secret 

Ops is a series of 56 single-player 

missions, which can be downloaded free 

over the Internet. This must surely be 

seen as a trial run for buying games over 

the Web. 

John Carmack says he has as much chance Only two games are played as much by 

of destroying hackers as he has of 

eliminating cockroaches. The Id game- 

meister conceded: “All we can try to do is 

make things obnoxiously difficult, but 

unfortunately, there are people who just 

take that as a challenge. Effort spent on 

that is effort not making gameplay better.” 

females as males, according to research 

among children by PDA — Mario 64 and 

Croc. Such are the similarities between 

the two that you could argue only one 

game crosses the gender divide. 
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PROFILE 

Name: Bjarn Arild Lynne 

Accomplishments: music for 

Worms 1 & 2, Pinball Addiction, 

Seven Kingdoms. Dominion, X2, 

and Alien Breed II 

When Norwegian-born Bjorn 

Arild Lynne started playing 

around with a Sinclair ZX 

Spectrum, an add-on device 

known as a SpecDrum, and his 

sister’s tape machine, it was the 

first in a chain of events that led 

the teenager to superstardom. 

Known as Dr. Awesome of the 

Crusaders to his peers, Lynne 

has produced music for many 

games and released numerous 

CDs ranging from original trance 

music to collections of his game 

and "scene" music. For those 

interested in his game music, 

check out Decade, a compilation 

of several standard audio tracks, 

many MP3 files, a large MOD 

collection, and several MIDIs — 

all on one CD. Also, Lynne’s 

latest CD, Wizard of the Winds, 

is a great example of his 

mainstream alter-ego 

(http://www.whiterose.net/lynne/). 

IT IS ... 
NEC and Sega, who once locked 

horns with TurboGrafx 16 and Sega 

Genesis, face old rival Nintendo and 

newcomer Sony with the product of 

their combined efforts: Dreamcast. 

NEVUS BITES CONT. 

Fox says it’s sorry for the perceived drug 

connotations of N20s ad campaign. The 

campaigns, “Never trip alone” and 

"Breathe in. Breathe out,” were pulled 

after protests from antidrug campaigners. 

Fox followed standard industry practice by 

appearing amazed that anyone would make 

such an obtuse link. 

When was the last time 
you scored? 
A Next Generation look at what 

happened to the high score 

□ n the early '80s, it was hip to 

feather your hair, wear 

parachute pants, listen to van 

Halen, and hang out at the local 

arcade trying to beat the high 

score on Pac-Man or Defender. 
Back then, having your initials next 

to the high score in a game meant 

bragging rights, jealous friends, 

and even local superstardom. 

But now, games are more 

dynamic — they're about 

exploration, stories, and 

characters, and the concept of the 

high score has all but disappeared. 

So what happened? What brought 

about the high score's demise? 

when the first games 

appeared, they required two 

players and score was kept per 

game. Space war, the earliest 

game, kept track of rounds won 

per player. In 1972, Pong debuted 

in a small bar and followed the 

same principles as tennis, tracking 

rounds per player. Suddenly, single¬ 

player games emerged, where 

score became the focus. Atari 

released a single-player variation 

of the Pong theme in 1976 under 

the name Breakout, in which the 

objective was to collect points 

while hitting a ball toward a wall of 

bricks. The first game to implement 

the high score was Space Invaders, 
but players couldn't enter their 

initials. That was still the real 

beginning of digital scorekeeping, 

however. The acclamation that 

came from setting a record even 

inspired kids to steal money from 

their parents and rob grocery 

stores for quarters. 

By 1982, the high score craze 

was in full swing. That year, Time's 
cover story, "Gronk! Flash! Zap! 

video Games Are Blitzing the 

World," brought attention to 

America's obsession with the high 

score, singling out several gamers 

for their scores in games like 

Asteroids and Defender. The 

article brought fame to Steve 

Juraszek, a 15-year-old who racked 

up more than 15 million points in 

16 hours of Defender. That fed the 

fire, as gamers of all ages believed 

they could beat those numbers. 

The equation was simple: Get the 

highest score and become a 

superstar. "It was a thrill knowing 

that you were the best player in 

the world at that game and having 

the admiration of friends and 

families, and having all the girlies 

wanting to touch your bottom," 

says Julian Rignall, former world 

record holder in Defender, Pole 
Position, and Crystal Castles. 

Eventually initials (which 

debuted in Asteroids) became the 

most important goal in games, and 

Crystal Castles even incorporated 

the top player's initials into 

gameplay. Contests were held all 

over the country, television 

videogame shows like "Starcade" 

were born, and pimply teenagers 

got their names in mainstream 

periodicals for high scores earned 

over days of grueling gaming. 

Many in the industry — including Sega 

insiders — were confused by Sega’s 

insistence on not using its famous logo in 

the much-maligned Dreamcast logo. 

Shoichiro Irimajiri explained that market 

research suggests the logo “creates some 

negative feelings” in certain cases. Sega 

CD, 32X, and Saturn owners, perhaps? 

Hollywood’s inexplicable love affair with 

videogame licenses continues apace. 

Latest to face the transition is Sega’s 

House of the Dead, itself inspired by 

countless zombie movies. 

Sony executives have recently completed 

an official tour of major third-party 

publishers in Japan. The agenda? Talk 

down Nintendo's Ze/cfe-inspired 

resurgence, make soothing noises about 

PlayStation 2, and most of all, piss in 

Sega’s pond. 



iTJdjjyj 
by Colin Campbell Next Generation's international correspondent 

AS the industry matured, 

however, the importance of the 

high score began to dwindle, and 

storylines became more 

important. The idea of making a 

story the basis of a game can be 

traced as far back as Namco's 

Pac-Man. While getting on the high 

score table was the number one 

goal, it was also important to 

make it to the next stage. Each 

level contained certain bonuses, 

like cherries or oranges, and 

discovering what bonus came at 

the next stage was impetus 

Jungle Hunt gave players more 
than score (top). Asteroids 
introduced initials (above) 

enough to get players to finish a 

level, in addition, at certain 

intervals in the game, a story 

unfolded through the use of cut 

scenes — Pac-Man met Ms. Pac- 

Man, they got married, they had a 

kid, and so on; gamers had to 

know what happened next. 

Games became more complex, 

and so did the scoring system. The 

advancement of graphics and ROM 

capacity contributed most to this 

trend. Now games were capable of 

multiple screens, with more 

detailed graphics and realistic 

environments. Titles such as Taito's 

Phoenix pushed shooters into a 

multistage era, where the real 

reward was in progressing 

through multiple screens toward 

the ultimate battle against the 

mother ship. 

When Super Mario Brothers 
released in 1986, the high score 

was on its way out. The game still 

kept score, but the goal was to save 

the princess and to explore, as 

players were more concerned with 

collecting mushrooms and coins for 

free lives and other bonuses. 

There were other factors that 

contributed to the downfall of the 

high score. Arcade owners, 

concerned about turning a profit, 

didn't like the fact that skilled 

players were monopolizing 

machines for hours on end on a 

single quarter. In response, 

manufacturers began developing 

games that had a beginning, a 

middle, and an end. The 

introduction of the "continue" 

option also devalued the high 

score table, as players could keep 

feeding the machine quarters to 

increase their scores. By the time 

the NES made its impact in the 

industry, arcades were moving on 

— and it was game over for the 

high score. 

Will score ever come back? 

Probably not. As technology 

evolves, games will become even 

more complex, and current titles 

that still employ a high score, such 

as N20, Einhander, and incoming, 
are in an ever-smaller minority. But 

classic games are making 

something of a comeback; titles like 

Centipede and Asteroids are being 

retrofitted for the '90s, with score 

intact. Still, it's safe to say that score 

will never play the pivotal role it 

once did in gaming history. [?£© 

Pac-Man's cut scenes gave 
players another reason to play 
the game 

That rotten game industry 
The Next Gen editors have 

asked that this month's column 

be dedicated to all that's most 

loathsome, rank, and rotten 

about this industry. I oblige with 

heavy trepidation. In high 

school l flunked Vitriol and was 

lucky to get a pass in Low 

Sarcasm. My attempt to join the 

elite in Sneering Scoffery ended 

in humiliation. 

However, the game 

industry offers such a rich 

seam that even an amateur is 

bound to come away with a 

few nuggets of gleaming 

canker. My greatest fear is that 

hate and scorn tend to 

consume those who deal in 

such currency, sending their 

poor brains awry. But my mind 

is solid, l dare say I'll come out 

of the experience in a sane and 

balanced state. 

First in the hate parade, 
then, are execs who, in their 

aristocratic arrogance, treat the 

public as fools. Villainous crimes 

under this rubric include: 

•Approaching questions of 

genuine public interest by 

mouthing fatuous comments to 

the press. 

•Creating sad advertisements 

that cater to insulting 

preconceptions about the 

adolescent mind. 

•internal empire building and 

are not, contrary to public 

opinion, the glorious proletariat of 

this industry. Many represent the 

bourgeoisie, exploiting the public 

for the miserable gain of coin. 

Their crimes against the people 

have not gone unnoticed. Come 

the revolution they will repent. 

The charges are: 

•Herd-mentality planning, which 

creates an annual swamp of 

single-genre madness. 

•An astonishingly cavalier 

approach to the dangers not 

only of cliche but also of 

stereotypes. 

•Craven bowing and scraping to 

dimly perceived market forces. 

•Blaming marketers when things 

go badly for their crap games. 

•An easier willingness to talk 

about their own talent than to 

actually express it. 

•Goatees. 

But there's more When the 

industry comes under scrutiny, 

one group cannot go 

unremarked. Ladies and 

gentlemen, I give you The Press. 

When the glorious revolution 

arrives, its criminal activity will 

reap a whirlwind of just 

retribution. These are just a few 

examples of its base 

wickedness: 

•Review-mark obsession. Such 

is the self-regard of some 

First in this hate parade, then, are 
execs who, in their aristocratic 
arrogance, treat the public as fools 

politicking, which results in 

management overload and the 

inevitable talent evacuation 

that follows. 

•Brattish behavior when things 

go badly, particularly regarding 

low review marks or press 

criticism. 

•Bad neckties. 

But exec-bashing is an all-too- 

simple pastime. Game designers 

reviewers that they believe in 

the sanctity of the review mark 

and will argue endlessly that 

their 72% is more accurate than 

your 73%. This can only be 

interpreted as an expression of 

low self-esteem. 

•Macho-man marking. "You 

gave it 21 %? Coward. I gave it 

4%." This is a result of the 

warped belief that toughness, 

not honesty, serves the public ► 
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intelligence 

Movers and Shakers cont. 

interest. (I will now be wrongly 

accused of "not believing" in 

low marks when what I should 

be accused of is not believing 

in low morality.) 

•Credit frenzy. When you 

applaud a movie, your 

goodwill and admiration go to 

the people who made the 

movie. Generally, the 

projectionist doesn't figure. 

There are editors who haven't 

worked this out. 

•Crowing about exclusives. 

Even the ducks that get your 

scraps of bread at the park 

understand who is ultimately 

in control. Too many editors 

haven't figured out that, 

splash and flap as they might, 

the exclusive is usually given 

and rarely taken. 

•Wearing short trousers that 

are likely to cause offense. 

No, when all's said and 

done, it's evident that this 

industry is diseased. We must 

rid ourselves of the parasites 

and scum who sully our great 

pastime of gaming. It's time 

for a change. Together, fellow 

gamer, hand in hand, we must 

march into a bright sunlit 

future of five-star games, 

amusing and perceptive ad 

campaigns, and an end to 

exploitation of the masses. 

Together we shall sweep 

the vermin into the sea. And 

with bare arms and sweating 

brows we shall sing with joy 

as we make the games 

ourselves and distribute them 

freely among the poor, the 

wretched, the bored! 

No longer shall we suffer 

the inequalities and corruption 

of this festering game 

industry. Follow me, comrades. 

Raise your voices in righteous 

song. Follow me now! To the 

barricades! 

Editor's Note: it may be a few 

months until this column 

returns to Next Generation. 

We felt that perhaps it would 

be best for the author to take 

a little break. A few decades 

should do the trick. 

Company in limbo 
What’s next for Red Orb after being 

bought by The Learning Company? 

Ohe fate of Red Orb 

Entertainment is wrapped up 

in red tape, corporate lingo, and a 

lot of "it's too early to speculate'^ 

these days. 

when The Learning Company 

bought Broderbund for $420 

million last June, it also inherited 

Red Orb, owner of brands like 

Riven, Myst, and Prince of Persia. 
Since then, the positioning and 

status of Red Orb have been 

unclear, and the rumor-mill is 

picking up speed. 

it all started in the last week of 

June, when Michael Perik, The 

Learning Company's CEO and 

chairman, announced the sale and 

tossed out this comment: "The 

company, after discussion with 

Broderbund, I think will put a 

strong emphasis on these 

nonentertainment, education, 

family-oriented productivity 

franchises, and we will be de¬ 

emphasizing entertainment as not 

seen as the core to this company's 

future. That does not mean that we 

will not be opportunistic in terms of 

generating profits, particularly from 

the Myst and Riven franchises." 

This was later confirmed by 

Susan Getgood, vice president of 

corporate communications for The 

Learning Company. "We're not going 

to focus on entertainment, we are 

going to focus on education. That's 

sort of it in a nutshell." 

Leaving Red Orb where? No 

one knows. There's plenty of 

guesswork and rumors going on, 

but nothing concrete has been 

decided, although Kate Hedstrom, 

a Red Orb spokesperson, assures, 

"it's all very positive for Red Orb 

and its products." 

The likely scenario now is that 

The Learning Company will sell off 

Red Orb to the highest bidder. But 

there is a small chance that if The 

Learning Company finds out how 

much Red Orb is worth, it will 

want to hold on to the division, if 

pop (top), Baja Racing (center), 
and Extreme warfare (bottom) 
are all still full speed ahead 

that's the case, it might not be too 

bad. After all, Red Orb was owned 

by Broderbund, another formerly 

well-to-do edutainment company, 

and The Learning Company 

actually does own SSI, known for 

the Warhammer series, via its 

purchase of Mindscape six 

months ago. And SSI has remained 

fairly autonomous. 

But all this is speculation. 

What consumers really care about 

are the games. And on that front, 

everything seems just fine. "Right 

now," says Hedstrom, "all products 

are moving forward as planned. 

We're still very excited about 

Prince of Persia, Extreme Warfare, 
and Baja Racing, so yes, 

we're still moving ahead." RDS The Learning Company expects to capitalize on the Myst franchise 
12 



THE DEFINITIVE SHOOTER FOR THE PLAYSTATION* GAME CONSOLE 

"...the most fantastic boss shooting scenes ever...” 
-GameFan 

"...a spectacular shooter...” 
-OPM 
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In the 

The Battlezone and Dark Reign 
teams have left Activision to form 

Pandemic Studios. The catch? The 

studio is actually fully funded by 

Activision for five projects, the first 

two being sequels to Dark Reign 
and Battlezone. "We see it as a 

win-win situation," said President 

Josh Resnick, citing the move 

toward independence as the first 

amicable one between a 

developer and publisher. The 

Battlezone and Dark Reign sequels 

are scheduled for release in the 

late spring of'99. 

Tomb Raider for Dreamcast? 

Adrian Smith at Core Design 

intimates there is a team working 

on a next generation game beyond 

Tomb Raider ill that might be 

starring Lara Croft. As the Tomb 
Raider franchise is sewn up 

exclusively to Sony until Christmas 

'99, any game starring Lara before 

then on any other platform will 

legally have to be called 

something else. 

All those polygons are a 
natural for Dreamcast 

While it's long been known 
that Acclaim has held the rights to 

"South Park," it was only recently 

discovered that the company's 

premier studio, Austin-based 

iguana, will be developing the 

South Park game for Nintendo 64, 

PlayStation, and PC. While the 

game's genre remains a mystery, 

we can only hope that the content 

will be as disturbingly humorous as 

the show. 

The simple charm of 
"South Park," coming soon 

Nintendo and 
Hudson double-team 
Manegi keeps developers happy 

Shiny Entertainment is 
moving steadily forward with its 

not-so-secret secret project, 

Sacrifice. This multiplayer, 

internet/LAN fantasy title won't 

be out until next year, at which 

point Dreamcast will already 

have a powerful grip on the 

Japanese market and be gearing 

up to release here. The 

connection? Dave Perry has 

already said that he's excited by 

the new Sega technology (which 

includes a built-in modem), and 

with his own preference moving 

toward multiplayer games, could 

Sacrifice be a prime candidate 

for a Dreamcast title? For once. 

Shiny is keeping quiet. 

S Q&f f 

Could Shiny's Sacrifice be 
heading for Dreamcast too? 

Capcom has announced the 
titles for discs Three through 

Five in its classic Capcom 
Generation series. Highlights for 

Capcom Generation Three 
include the Xevious-Wke, vertical¬ 

scrolling shooters Vulgus and 

Exed Exes. Capcom Generation 
Four will include Mercs and 

Commando, while Five will 

feature arcade-perfect versions 

of Street Fighter II, Street Fighter 
II Championship Edition, and 

Street Fighter ll Turbo. 

More Capcom classics will 
see a new Generation 

Proving that no car combat 

game goes without a sequel. 

Interplay is hard at work on 

Carmageddon 2. Activision has 

further proven this theory, 

revealing that vigilante 8 will 

see some kind of second 

coming on PlayStation, and 

that some spin on the 1-76 
universe might appear on a 

"new console" (read: 

Dreamcast). 

On what must seem like 

shutting the barn door a full 

year after the horse has bolted, 

Nintendo has formed Manegi — a 

joint venture between NCL and 

loyal developer/publisher Hudson. 

Headed up by former Nintendo 

Manufacturing Division chief, 

Hiroshi Ikeda, the company's role 

will be to provide much overdue 

assistance and support for 

Nintendo third parties and to help 

develop new technologies. Manegi 

will also sponsor licensee 

development for N64,64DD, and 

Game Boy, effectively allowing 

Nintendo to grow its library 

without getting its hands dirty. 

Hudson may seem like an odd 

choice for a powerhouse like 

Nintendo (particularly with the 

similar recent joining of twin 

giants Square and EA), but in 

Japan, Hudson is seen as a 

staunch supporter of N64 and one 

of the few third parties to 

consistently produce successful 

cartridge titles. Far from being 

merely a help desk for disgruntled 

N64 developers (of which there 

are plenty in Japan), the new 

Japanese venture will focus much 

energy on exploring new ways to 

exploit Nintendo's hardware, 

including, tellingly, the 64DD and 

Game Boy Color. Both systems 

provide ample opportunities for 

greater user interaction and 

customization along the lines of 

the already hugely popular Pocket 
Monsters titles. 

The company cost 

approximately $7 million to start, 

with Nintendo funding 60% and 

Hudson the rest. The reasonably 

small amount of capital pumped 

into the project suggests rather 

more low-key R&D activity than 

earth-shattering game 

development, but if Manegi can 

provide third parties with access 

to such technology as the Mario 
engine, Nintendo may remove 

some of the obstacles that have 

so far kept licensee development 

— including Hudson's own 

Bomberman titles — in the 

doldrums. What Manegi will not 

do, claims ikeda, is develop in- 

house titles. Japanese company 

deals are notoriously secretive, 

however, and following their 

previous collaborations (Wario 
Blast on Game Boy pitted 

Bomberman against Nintendo's 

Wario), this seemingly uninspiring 

Nintendo/Hudson affair may be 

harboring bigger plans than 

it currently admits to. 

Datastream 
First free-roaming environment game: 

Starfire from Exidy. First Pac-Man 

cameo in another game: Kickman 

from Bally/Midway. First game based 

on the rock group Journey: Journey 

Escape by Data Age for Atari 2600 

(not Journey from Bally/Midway). 

First violent videogame: Death Race. 

the arcade game that featured cars 

running over people screaming in 

agony. First game based on a movie: 

Death Race, after the movie 

Deathrace 2000 starring Sylvester 

Stallone. First game with a button for 

hyperspace: Space Wars by 

Cinematronics. First person to die 

playing a videogame: Peter Bukowski, 

who died of a heart attack while 

playing Berzerk at the Friar Tuck 

game room in Calumet City, Illinois. 

First game to use a trackball 

controller: NFL Football by Atari. First 

videogame made into a cartoon: Pac- 

Man. Number of dots on any given 

level of the arcade Pac-Man: 240. 

Person who said that his ideal 

retirement is to sit iri a dark room 

playing Space Invaders: Walter 

Kronkite. 



intelligence 

Hollywood 0, game industry 1 
Game divisions have claimed their rightful place 

within media giants Universal and Warner 

On the game industry, 

"Hollywood talent" isn't just 

an oxymoron, it's the kiss of death. 

The worst offenders, such as Digital 

Pictures and Rocket Science, are 

rotting in bankruptcy, yet that hasn't 

stopped companies like Warner and 

Universal from taking on the 

market. And with sawy game 

industry veterans at the helm, each 

company has found a unique model 

that might just work, both for 

gamers and for its bottom line. 

Taking a more traditional stab. 

Universal has launched Universal 

Digital Arts in San Jose, California — 

far from the glitz of Los Angeles. The 

group's focus, according to 

President Roger Hector, is to take 

Universal-licensed properties the 

team is passionate about and 

create engaging games around 

them, it's not surprising the team 

picked Xena as its first project (See 

Alpha, page 56). 

"it makes sense to get 

someone from the game industry to 

work with the game industry," says 

Hector, a 22-year industry veteran 

who's worked for Atari, Sega, and 

EA. "It's been a problem for most of 

the studios who haven't maintained 

employees who are hip to games." 

Perhaps that's why MGM Interactive 

and DreamWorks, although based 

on similar models, have had identity 

problems and product delays. 

By contrast, the oldest of 

Hollywood muscle, Warner, has 

opted against investing in its own 

studio or developer, instead, it 

created a new licensing division, 

Warner interactive, led by Executive 

Director Rob Sebastian. The division 

is responsible for making the library 

of Warner films and characters, from 

Ben Hur to Bugs Bunny, available to 

developers. Sebastian, who polished 

his licensing and marketing skills as 

the former vice-president of sales 

and marketing for inScape, and as 

director of licensing for Prima 

Publishing before that, understands 

that some concessions must be 

made in order for interactive 

products to succeed. "For us," 

Sebastian says, "it's more important 

that the game captures the essence 

of a film. Film is a linear narrative, 

and following the script has often 

limited the quality of the interactive 

property." Three of Sebastian's nine 

employees are experienced game 

producers, working to ensure a title 

maintains the property's integrity, 

from design through release. 

in its eight months of existence, 

Warner interactive has secured 

deals with Ocean to create a series 

of Looney Tunes games, Sierra to 

create Babylon 5, and Southpeak for 

a Pinky and the Brain title. Sebastian 

says these "partnerships" can be 

made with developers as well as 

publishers, and that if a talented 

development group can present a 

solid design document for 

Caddyshack Golf, he can arrange it. 

With game industry executives 

like Sebastian and Hector taking 

leadership roles within major media 

houses, one can hope the 

days of E.T. are behind us. 

Haven’t uve 
met before? 
Mr. Nutz 

(Ocean, 1993) 

Explore stunningly unimaginative 

forests and collect acorns as a 

sneaker-wearing squirrel. A 

typical example of the paint-by- 

numbers, 16-bit platformer, Mr. 

Nutz proved once again that 

great graphics do not a great 

game make. 

Twelve Tales: Conker 64 

(Rare, 1998) 

Explore stunningly unimaginative 

forests and collect acorns as a 

sneaker-wearing squirrel. A 

typical example of the paint-by¬ 

numbers, 64-bit platformer, 

Conker 64 proves once again that 

great graphics do not a great 

game make. Just kidding. 

Working through careful licensing deals rather than starting its own 
studio, Warner works with companies like sierra on Babylon 5 

15 
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House of Moves 
When a game developer or 

movie studio needs a CG image 

to move and "act" like a real 

human being, the quickest and 

most efficient method of 

generating this kind of complex 

animation is through motion 

capture. Now in its third year of 

operation, the Venice Beach, 

California-based House of Moves 

is among the busiest businesses 

of its kind, providing not only 

motion capture equipment and 

facilities, but also a team of 

"raw" marker data must then be 

filtered and massaged through 

Vicon's Bodybuilder software into 

a useable (and recognizably 

human) animation armature, or 

skeleton, "it's not just the 

system," insists Jarrod Phillips, 

HOM's head of sales. "You have 

to have the people who are 

dedicated to the technology and 

keeping everything upgraded. 

Our biggest advantage isn't just 

that we have the equipment, it's 

been our experience and the 

ability to work well with our 

customers to meet their needs 

We do a lot of preproduction 

with our clients up front to make 

sure we understand. So if they 

want to get the data into their 3D 

software, but then also into their 

game engines, we work with 

them a lot initially to make sure 

animators and artists who can 

fine-tune that data for the 

customer. 

HOM uses the Vicon 370e, a 

seven-camera system that can 

capture at 60 or 120 frames per 

second. The actor whose 

movement is to be digitized is 

covered with a series of 

reflective markers before 

performing the movement that is 

digitized by the cameras. A 

computer matches up the views 

from all the cameras and 

projects the positions of the 

reflectors in 3D space. 

This is where the real work 

— and in some sense, artistry — 

of motion capture takes over. The 

Sugar Ray Leonard wears the 
reflectors (top). The vicon 
system can capture large areas, 
like the deck of Titanic (center). 
The final product: an animated 
skeleton (bottom) 

that pipeline is set up correctly." 

HOM initially began by doing 

work for commercials and feature 

films (like the "virtual Andre" spot 

for Nike and the movie Titanic), 
but games have been a growth 

area, especially sports titles like 

Knockout Kings, Madden '99, and 

VR Football. The vicon system 

also has the distinct advantage of 

being portable. 

If nothing else, the sheer 

volume of work House of Moves 

has produced over the last few 

years — and for such a broad 

range of clients with such widely 

varying needs — speaks of the 

studio's versatility and expertise, 

in the mo-cap business, it 

certainly has the edge. 

Tracking 
Keeping tabs on the 

latest peripherals 

Microsoft has proven it is not 

only a software pioneer, but also a 

peripheral pioneer. This fall it will 

release its first force-feedback 

steering wheel. The Sidewinder 

Force Feedback Wheel connects 

directly to a Sound Blaster- 

compatible PC game port, offering a 

realistic design and feel. The 

technology allows true simulation of 

road surface textures, crashes, 

bumps, centrifugal forces, engine 

vibration, and suspension vibration, 

as well as other driving conditions 

The package will include rugged foot 

pedals and full versions of CART 
Precision Racing and Monster Truck 
Madness 2. 

Microsoft also plans to ship 

its first PC speakers. The Microsoft 

Digital Sound System 80 is 

designed to bring PC users high- 

end audio normally reserved for 

home theater systems. The 80- 

watt system is easy to install and 

connects directly to a Universal 

Serial Bus (USB) port or to a Sound 

Blaster-compatible audio board 

with a MIDI-enabled game port. 

The three-piece package will 

include two satellite speakers 

and a subwoofer with a built-in 

digital amplifier, it also features 

exclusive patented wOOx 

technology from Philips 

Electronics for impressive bass 

response. 

Lego's fall contribution to 

gaming (well, sort of) comes in the 

form of Lego MindStorms, a 

collaboration between Lego and 

M.l.T. to create programmable 

Legos. The starter package includes 

a programmable CPU base, two 

motors, light sensors, bump 

sensors, and an infrared 

communications tower that 

connects to a serial port. Users will 

be able to create programmable 

robots and vehicles with limitless 

uses, the foremost, by default (and 

probably not Lego's intent), being 

robots for destruction. 

Ascii has finally released its 

Sphere 360 controller for PlayStation. 

The ergonomical 3D controller is 

similar to the PlayStation controller, 

except it has a large orb for intuitive 

3D movement in games like 

Descent. Ascii has also released the 

ASCHWheel 64, a steering wheel 

controller for N64 that is easily 

adjusted for storage and works with 

the N64 Rumble Pak. 



CONFIDENTIAL 
Upper management said 

we'd all get canned 

if we told you about our 

screaming new high-resolution 

2D/3D graphics card. 

But they didn't 

couldn't give you 

www. sound blaster. com/hot graphics/ 
[^Hey, how did that get there?] 

©1998 Creative Technology Ltd. 
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by Marcus Webb, editor of RePlay magazine 

“Rushing” on ISDN 
Visitors to certain San Francisco 

and Los Angeles area arcades 

are getting an extra thrill this 

spring and summer, a chance to 

participate in the pilot test of 

Midway's advanced wavenet 

system to link videogames in 

separate locations for remote 

gaming in real time (or just 

about). Since April, more than 50 

units of Atari's Rush the Rock 
driving simulator have been 

linked via ISDN lines for 

multiplayer competitive 

gameplay, with no perceptible 

delay in the action. RePlay 

Rush the Rock is bringing 
gamers from across the land 
together with the wavenet 
multiplayer gaming system 

recently visited a test arcade site 

in Glendale, California. Players in 

Northern and Southern California 

competed as if they were on a 

single linked system in one local 

arcade. Midway and its sister 

firm Atari said they will expand 

the test to more than 50 

California arcades, with more 

than 100 linked games in the 

coming months. 

The test has already 

clocked higher levels of play 

because of the popularity of the 

new technology. "I play Rush 
the Rock on the Wavenet 

system a lot and it's really 

great," said one local gamer. 

"One thing I like is how you can 

actually tell you're competing 

against another player and not 

against the machine." 

"Wavenet represents a 

major breakthrough because, 

unlike existing forms of arcade 

Hardcore 

play and linked internet play, 

there is no delay in gameplay," 

explained Tony Metke, Wavenet 

project leader. "Wavenet can link 

even the fastest sports, fighting, 

and driving games, allowing 

players who are hundreds or 

even thousands of miles apart to 

compete in real time." 

According to Atari marketing 

VP Mary Fujihara, "Wavenet 

technology is a perfect fit for 

Rush because it's been a very 

popular multiplayer game. The 

unit's popularity has increased 

when multiple units are linked at 

one location; and we expect a 

major increase in play now that 

players can race against 

opponents across California." 

A full list of Wavenet 

locations is available on Midway's 

web site (http://www.midway 

.com) or the Wavenet web site 

(http://www.rushrock.com). 

Sega shake-up 
in the aftermath of painfully bad 

fiscal year-end results (that 

famous $300 million plus loss), 

Sega Enterprises Ltd. has slashed 

its Japanese board of directors 

from 25 to 10. As part of the 

shake-up, some prominent 

former heavyweights resigned 

from the voting board, including 

Sega co-founder Dave Rosen. 

The new board is being run 

under Sega Chairman Isao 

Okawa, Vice Chairman Flayao 

Nakayama, and President 

Shoichiro irimajiri. Four of the 10 

directors are new faces from 

outside the industry; it seems 

Sega wants some fresh 

perspectives on the business. 

PlayNet bows out 
A Reuters report posted in June 

stated that PlayNet Technologies 

filed for Chapter 11 bankruptcy 

protection on June 4, listing 

liabilities of $19.5 million and 

assets of just under $14,000. 

Court papers showed more than 

200 unsecured trade of legal 

claims against the firm added up 

to $17.9 million, said Reuters, 

with the largest ($6 million) held 

by a New York City investment 

firm, Southbrook international. 

Arcadia could not reach PlayNet 

execs for comment. 

e can all recall our finest 

moments of controller- 

smashing fury. Here are my favorite 

videogame frustration incidents. 

1) After a particularly disappointing 

loss in Super Dodge Ball for the NES, 

l removed the game pak from the 

system and slammed it on the floor. I 

then found that the cartridge's 

contact area had disappeared inside 

the cartridge — and it was a 

RENTED game!! After unsuccessfully 

trying to retrieve the contacts with a 

pair of tweezers, I slammed the 

cartridge down the opposite way, 

and the contacts slipped back into 

place. I quickly resumed playing. 

2) While playing Pit-Fighter on 

the Sega Genesis, I became 

extremely agitated trying to defeat 

the two chain men. I heaved my 

controller at the system. It hit the 

cartridge squarely, knocked it out of 

the system, and cracked it nearly in 

two. It still played fine, however. If 

there's one edge the old school has 

on the new school, it's durability — 

that stuff was indestructible! 

3) While playing Pro Wrestling 
on the NES, l got upset because I 

ED 

A 
someone forgot to give Mr. 
Bradley his Ritalin before he 
played these NES classics 

was losing to the third opponent — 

an insult to my skill. I kicked my TV 

into the wall, breaking the picture 

tube. My parents were not pleased, 

and, needless to say, it was a long 

while before I had another TV. 

Of course, I no longer engage in 

such childish behavior. 

Michael Bradley 

MBhype@aol.com 

This month in history 

September 5,1996 Sony Computer Entertainment America (SCEA) 

releases Crash Bandicoot as a PlayStation exclusive 

for $59.95 

September 8,1991 Nintendo of America kicks off the biggest TV 

campaign in history, with a $25 million advertising 

budget dedicated to the 16-bit SNES and another $10 

million allocated to its traditional 8-bit line and the 

Game Boy. Nintendo expects to surpass Sega 

Genesis, which was introduced in 1989 

September 9,1991 Nintendo officially launches the 16-bit SNES on 

the retail market. It is immediately available at 

Toys "R" US for $199.99 

September 9,1995 Sony launches PlayStation in the U.S. at $299 

September 15,1989 Sega sets out to bury the dismal sales of the Master 

System with the U.S. release of its Genesis system, 

with the arcade game conversion of Altered Beast as 

a pack-in 

September 16,1991 Sega of America kicks off a two-day, $10 million 

advertising campaign depicting the Sega Genesis 

as the superior choice against the Nintendo 

16-bit alternative 

September 17,1995 Windows 95 is released 

September 29,1996 Nintendo launches the Nintendo 64 videogame 

system in the U.S. for $249. in just three days, 

Nintendo reports to have sold 350,000 units 

Sources: Next Generation Online and Don Thomas' l.C. When (http://www.l4software.com/icwhen) 18 
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BIG IN JAPAN 

Size: 

122mmx24mmx74mm 

Weight: 16Gg with 

batteries 

CPU: 16-bit 

Screen: 160x152 LCD 

Colors: 8 gradations 

Back-up memory function 

SOFTWARE 

Type: Cartridge 

Weight: 20g 

Size: 

54mmx7.5mmx46.5mm 

1. Final Fantasy V 

(Square) 

2. Mitsumete Night 

(Konami) 

3. Bushido Blade 2 

(Square) 

4. Gran Turismo (SCE) 

5. Biohazard 2 (Capcom) 

6. Medallot Parts 

Collection (Imagineer) 

7. Clock Tower Ghost 

Head (Human) 

8. Tenchu (SCE) 

9. Xenogears (Square) 

10. Dead or Alive (Tecmo) 

Next; Generation reports from the Eastern front 

King of pockets 

is larger and more powerful. Also, a 

fast CPU and 160x152 monochrome 

screen allow for more than mere 

Tamagotchi-style games. SNK plans 

to convert King of Fighters, along 

with SNK RPGs and sports titles, to 

the Pocket, which comes equipped 

with an internal lithium 

battery for saved game 

data. Added functionality 

comes in the form of a 

world time screen, 

digital assistant mode, 

and built-in calendar. 

For extra appeal, 

there's also a 

horoscope program. 

Though SNK is unlikely 

to garner the same 

developer support that 

has made Game Boy 

such a success, the 

Sega connection 

should prove to be 

enough of a selling 

point to ensure strong 

sales. How long, Next 

Generation wonders, 

before Bandai gets in 

on the act? 

Ehe ever-changing Japanese 

market is gearing up for its 

next craze — the PDA. Already, Sony 

has launched its own, and now SNK 

(of King of Fighters fame) is about to 

engineer its own leap onto the 

bandwagon. The Neo Geo Pocket will 

appear in October and works both as 

a stand-alone handheld and as 

an add-on to Sega's 

forthcoming 

Dreamcast, 

accessing the 

console through the 

dual ports mounted 

on the system's 

oversized controller. 

Unlike Sony's 

keychain-style PDA, 

the Neo Geo Pocket 

has a 16-bit CPU and a 

screen resolution 

greater than 

Nintendo's own Game 

Boy. The handheld is 

compatible with Sega's 

own VMS (Virtual 

Memory System), 

which comes packaged 

with Dreamcast, but it 

The Neo Geo Pocket 
will be both larger and 
more powerful than 
Sega's pda 

Nintendo squeezes Mother into cart 

he 64DD picture, instead of developing, is in clear 

_U danger of fading completely. First Zelda was seen 

as a risk on disc, and now Mother 3 has been pushed 

over to cart. The popular Japanese RPG would surely 

have garnered some extra sales for the seemingly 

doomed add-on, but in squeezing it onto a cartridge, 

Nintendo has shown (once again) that it harbors little 

hope that the "bulky drive" can buck the forces of history 

and become the first hardware upgrade to survive. The 

executives at Nintendo will no doubt be hoping the 

Pocket Monsters craze is still in full swing when and if 

the 64DD launches this December, if there's one thing 

the industry doesn't need right now, it's another 

oversized silicon paperweight. 

The fate of 64DD was once more thrown Into 
question as Nintendo moved Mother 3 to cart 



Spike offers never-before-seen freedom for players as they take the fight to wide-open streets and malls 

The Model 3 Step 2 visuals easily surpass VF3 

] ega's legendary AM2 division has just completed 

i ^ 1 its next Model 3 coin-op fighting game, Spike. But 

this is no mere Virtua Fighter clone — Spike could 

revolutionize the genre with its multiplayer options and 

unique arena designs. Up to 16 can play at any one 

time, all of them with their own cabinets, and in what is 

perhaps a nod to Dreamcast's own network 

capabilities, they can be linked at different sites — 

globally. This could allow for championship bouts 

between competing teams from arcades around the 

world — a first not just for fighting games, but for any 

coin-op videogame. 

Another first is the size of the arenas. Sega has 

eschewed the ring in favor of huge urban 

environments, providing players with the opportunity to 

take the high ground by standing on elevators or cars, 

as well as the ability to use a multitude of blunt 

But it's the 16-user, multiplayer qualities that could elevate Spike to classic status 

instruments as weapons. After the disappointing 

reception received by VF3 and Super GT, this innovative 

new fighter could be just what Sega needs to spice up 

its coin-op line. The only potential problem the title 

faces is expense. Running on Model 3, Step 2 affords 

unparalleled realism but will leave arcade owners with 

huge costs that many may find too much to bear. 

HIP TO BE 
SQUARE 

Square has announced 

that it will be developing 

titles for Sony’s tiny PDA. 

The keychain-style 

handheld lacks power but 

is small enough to 

become a must-have 

accessory among 

Japanese schoolchildren. 

Square wouldn’t say 

which, if any, of its hit 

properties it would be 

converting, but the 

system is far too primitive 

to allow for anything 

above Tamagotchi level. 

Chocobo raising, anyone? 
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Soul Calibur is the much 

The graphics are highly stylized, a concession to the real meat of the game: technical driving ability 

ISIamco goes techno 

GAME BOY COLOR 

Nintendo has announced 

that Game Boy Color will 

cost ¥8900 (about $65) 

when the unit goes on 

sale at the end of 

September. Despite the 

current PDA popularity 

and the announcement 

that SNK is throwing its 

hat into the ring, Game 

Boy Color is expected to 

open with record sales, 

thanks largely to the 

seemingly insatiable 

appetite that the 

Japanese public has for 

Pocket Monsters, 
combined with the added 

incentive of owning what 

is effectively a handheld 

NES — one of the 

biggest-selling Japanese 

consoles of all time after 

— yes, the Game Boy. 

>ved sequel to last year's popular Soul Blade 

Ef the history of '90s coin-op can be summed up 

with just two words, fighting and racing, it is 

largely the fault (or honor — depending on your point 

of view) of Namco R&D and its opposite numbers at 

Sega's AM divisions. It would surprise no one, then, to 

learn that the latest titles to emerge from Namco's 

Japanese headquarters are Soul Calibur and Techno 
Drive — a weapons-based fighting game and a racing 

sim respectively. 

Soul Calibur, previously announced as simply a 

"new weapon fighting game" back in March, is the 

System 12 sequel to the popular Soul Edge, a game 

that appeared in the West as Soul Blade on PlayStation 

last year. The original was a bigger success on console 

than it was in Japanese arcades, where otaku like their 

fighting games complex and perfectly play-balanced. 

Soul Calibur aims to set the record straight and 

advance the 3D fighting genre another inch with an 

innovative control system. Previously, both the virtua 
Fighter and Tekken series allowed for bouts only along 

an imaginary line, effectively limiting the characters to 

a 2D range of movement within a 3D environment. 

Namco has solved the problem by allowing a single 

tap on the joystick to move the characters in any of 

eight directions, with a tap-and-hold providing a 

Bushido Blade-style dash. By simply pushing the 

joystick, the player can summon a move, jump, or 

crouch. The overly simplistic Soul Edge button 

formation has also been replaced with a four-button 

22*b 
ISi! I 

attack system that splits moves into horizontal, 

vertical, guard, and kick. Soul Calibur will certainly be 

converted to PlayStation, though no release date has 

been announced. By the looks of the graphics, 

however, the Namco coders will be spending a lot of 

time with Sony's Performance Analyzer in an attempt 

to squeeze every last drop of power from the aging 

chipset. 

Techno Drive is equally innovative, though 

somewhat less exciting, as it won't be making the leap 

to console. Quite separate from Namco's Racer brand, 

Techno Drive judges the player more on individual 

skills than on overall performance. As well as placing 

in a race, the game evaluates you on hand, foot, and 

real techniques. "Hand" skills include high-speed 

adaptability, feel for the car, awareness, and 

decisiveness, while "foot" covers courage, jump skill, 

power control and reaction speed, and the rather less 

clear-cut "power of assessment of situation" (i.e., "I put 

two bucks into this thing and only lasted three 

seconds — should I go home or try again?"). 

"Real" skills are more conventional with spin 

travel, smooth travel, continuous travel, thought-link 

travel, and reverse travel. Once the race is complete, 

players receive a percentage rating that drops into 

your lap as a printed sheet. If you screw up, you get 

the label "student driver," while demon drivers with 

100% gain "omnipotent" status. And no, we're not sure 

what "thought-link travel" means either. 



! WARNING! 
THRILL KILL™ CONTAINS EXTREMELY GRAPHIC 

AND VIOLENT SCENES AND SUBJECT MATTER. 

TERMS AND CONDITIONS 

• You must be at least 18 years old to view or play 
this game. 

• You must not find images of adults engaged in 
violent acts to be offensive or objectionable. 

• You must understand and take full responsibility 
for all decisions made in regrads to this ad if 
you breach these terms and conditions. 

□ I AGREE TO THESE TERMS AND CONDITIONS 
AND PROCEED AT MY OWN RISK. 

□ I CAN NOT IN GOOD CONSCIENCE CONTINUE 
TO VIEW THIS ADVERTISEMENT. 
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A chilling new adventure that could only 

come from the creators of Final Fantasy* VII. 

86/195 ~ 

% 
4^" Xenogears vr 

w Bushido Blade' 2 ^ 
Brave Fencer Musashi 

PINAL FANTASY VIII, 

JQU/XREJOFT 
www.squaresoft.com 

Published by Square Electronic Arts LLC. 

PlayStation 

£ 1997 1998 Square Co., ltd. All rights reserved PloyStotion ond the PlayStotion logos ore registered 
trademarks of Sony Computer Entertainment Inc. final Fantasy ond Square Soft are registered trodemorks of 
Squcre Co. ltd. Porosite Eve. Xenogeors ond Musoshi are trademarks of Square Co. ltd. Based on the novel: 

Hideoki Sena porosite EVE' (Kodokawa Horror Bunko). Character designed by letsuya Nomura 7 1997 1998 
Square Co., ltd. lightweight Co., ltd. Bushido Blade 2 is o trademark of Squore Co. ltd. U.S. Patent No. 

5390937 5649862. The ratings fcon is a frodemork of the Interactive Digitol Software Association. 



IT’S WHY YOU STARTED PLAYING RPG’S IN THE FIRST PLACE 

/t's time you met your destiny. Tales of Destiny delivers everythins the true aficionado of the RPG genre 

could want and more. Journey the high seas in search of the lost secrets of the ancient Aetherians. Wield 

weapons so powerful they develop their own intelligence and will. Cast more than too amazing spells in real 

time, making enemies and monsters fear your wrath. Soar through the skies on a fantastic dragon ship, 

searching for your next adventure. Tales of Destiny. A true RPG crafted with the RPG connoisseur in mind. 

i trademark of the Interactive Digital Software Association. TALES OF DESTINY ” G © 1997 Namco Ltd. All Rights Reserved. © Mutsumi Inomata. PlayStation and the PlayStation logos are registered trademarks of Sony Computer Entertainment Inc. The ratings i 



Redguard PC Final Fantasy VIII PlayStation 

Tomb Raider III PlayStation/PC Turok 2 Nintendo B4/PC Blood 2 PC 

ALPHAS 
The future of games 

n the beginning, there were originals. 

Now there are holidays and sequels. i 
34 Redguard 

Bethesda's latest is no slow RPG 

38 Blood 2: The Chosen 
Caleb is re-reanimated for more shooting 

42 1 Turok 2 
| Acclaim's lifesaver returns. Who'd guess? | 

46 Alpha Centauri 
Sid Meier's next game — any questions? 

48 Uprising K PlayStation 

PlayStation gets a cutting-edge engine 

52 Final Fantasy I/I II Playstation 

it's back, Chocobos and all... 

56 Kena PlayStation 

Princess Toadstool has nothing on her 

Glover Nintendo 64 

A genre-buster not unlike Marble Madness 

64 Diablo 2 PC/PSX/Dreamcast/Mac 

Hark! The point-and-smash RPG returns 

68 Sports Car PC/PlayStation 

Virgin hits the road with a new license 

72 1 Gauntlet: Legends 
1 Classic dungeon experience, new look 

76 Tomb Raider III piaystation/pc 

Once — twice — three times a lady... 

MILESTONES 
GRIM FANDANGO PC 81 

SPEED BUSTERS PC 82 

RAYMAN 2 PC/NB^/PlayStation 82 

DELTA FORCE PC 83 

TOP GEAR OVERDRIVE NB4 83 

WILDS PlayStation 83 

SLAVE ZERO PC 84 

DUKE NUKEM: TIME TO KILL PlayStation 84 

OGRE BATTLE NB4 85 

TOBU PlayStation 85 

BRAVE FENCER MUSASHI PlayStation 85 

RALLY CROSS 2 PlayStation 86 

WINBACK N64 86 
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Dram, the dark elf, is an 
assassin for the Empire 
— he's not very nice 

□ ethesda's Elder Scrolls games 

(Arena and Daggerfall) are known 

among RPG enthusiasts for their huge, 

sprawling worlds and seemingly endless 

gameplay. However, Redguard, which 

takes place within the Elder Scrolls 
world of Tamriel, is much more along the 

lines of a graphic adventure, joining the 

company of Origin's Ultima: Ascension 
and Sierra's Mask of Eternity in its 

attempt to combine third-person, 3D 

action with more traditional role-playing 

elements. 

"The main thing we wanted to do 

with this game was based on our 

reaction to Daggerfall and Arena," 
explains Project Leader and Designer 

Todd Howard. "Those [games] were very 

reactionary towards your character. They 

were all about you and your numbers, 

Bethesda's Elder Scrolls series gets a state- 

of-the-art 3D engine and a new spin-off: 
"The Elder Scroll Adventure" 

and the world around you was just a 

backdrop to get stuff. The towns only 

existed so you could get directions to 

the weapon store so you could get a 

better sword. So we said, 'What if we put 

all that effort into one city, one island, 

and just detail the hell out of it? Forget 

all the random stuff — let's make a 

Format: PC 

Publisher: Bethesda Softworks 

Developer: Bethesda Softworks 

Release Date: Q4 1998 

Origin: U.S. 



Redguard's 3D world is certainly 

impressive. The game currently runs in 

either software only or else with 3Dfx 

acceleration (which is, naturally, 

preferred). The landscape is sprawling 

and even daunting at times, and its 

creation is one reason for the game's 

18-month-to-two-year development 

schedule. "The world just took us an 

incredibly long time to make," Howard 

says. "The amount of texture work and 

everything else was just insanity. We 

were like, 'No two buildings in town can 

be the samel' That level of detail, making 

sure there was something interesting 

around every corner... took forever." 

The results are worth it. Stros M'kai 

is awash in the kind of small touches 

Much of the game 
centers around Dwarven 
ruins and technology 

Combat and action are parts of the game, but the control has been 
kept simple so it doesn't hold the player back from the story 

The port town of Stros 
M'kai is Redguard's main 
playing area 

game where the world around you is 

much more alive.'" 

To this end, the game is a prequel of 

sorts to the other games in the Elder 
Scrolls series, set some 400 years before 

the events in Arena. During this period 

in Tamriel's history, the imperial Army, 

led by Tiber Septim, is busy conquering 

everything, including the Kingdom of 

Hammerfell, home of the Redguards, a 

clan of fiercely proud warriors. The 

player takes the role of Cyrus, a former 

Redguard turned mercenary. He must 

return to his homeland and travel to the 

island of Stros M'kai to find his sister, 

who has mysteriously disappeared after 

running afoul of pirates — or did she 

actually fall in with them? 
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The developers at Bethesda have worked hard to make sure the game has an exciting, cinematic feel 

that can make or break a title of this 

kind. The game will include 32 individual 

NPCs for Cyrus to interact with, as well 

as a wide assortment of "generic" thugs, 

guards, undead creatures, and so on. 

The storyline requires some 5,000 lines 

of spoken dialogue and numerous 

scripted sequences in and around the 

game's mostly adventure-based, 

exploratory gameplay mechanic. For the 

most part, the player is free to roam 

anywhere at any time and solve the 

various subquests in any order. "Some of 

this is linear," Howard says. "You get 

captured by the Imperials and they 

throw you in the catacombs, and you 

have to find your way out — and that's 

fine for part of the game, but we wanted 

to keep a lot of it open." 

Which does bring its own problems. 

"It becomes hard," Howard continues, 

"because we've got this huge story, and 

you may have 20 things you have to do 

at once, and we wondered if people 

could really swallow this stuff. What did 

we do? we made the tavern in town 

almost like a help desk — 'Go tell your 

troubles to the bartender.'" So, when the 

player is feeling lost, a chat with the 

barkeep will result in a nudge about 

what's most important, either through 

what he says, or in Cyrus' response. 

"Everything in the game has a 

36 

The designers have thrown in a little of everything: action, mystery, betrayal, magic, romance ... hopefully, it will all fit together 



Lord Richton is the Empire's governor of Stros M'kai — every story needs 
a villain, and in Redguard, he's it 

purpose," Howard insists. "From the 

onset of the game it'll look like, 'Here's a 

random quest, and this and that 

happens,' but everything is intertwined. 

We spent a long time making sure that 

things had importance to what was 

going to happen in the story — so 

something you might do early in the 

game that you shrug off comes back, 

and you go, 'Oh shit, that really 

mattered!"' 

The game's combat system falls 

squarely in the Prince of Persia school of 

using two buttons: one for attack and 

one for defense, plus a direction on the 

joypad or keyboard. However, the pace 

has been kept realistic, and the defense 

animation matches up with the direction 

a blow is coming from — the player 

need only be concerned with hitting the 

Certain areas, like the Dwarven observatory (top), are simply 
breathtaking — the production design is top-notch 

Most of the game's cut scenes use the same models as the gameplay 

button in time. This makes the fight 

scenes seem very cinematic but keeps 

the gameplay simple. 

if nothing else, the backstory 

certainly has enough elements — rebels 

and imperial governors, pirates, magic, 

romance, and a hero with a tragic past 

— to support a sprawling, even 

swashbuckling adventure. The question 

remains whether an adventure audience 

is ready for action. 

Howard believes so. "People 

accept the action/adventure metaphor 

easily, and I wish we didn't have to use 

that because we really just sat down 

and decided what sort of game we 

wanted to do. it came up in a lot of 

conversations. 'Can people handle 

that?' And of course everyone on the 

development team, total game geeks, 

are all going, 'Well, I like that.' So we 

decided to go on the assumption that 

good games are good games, and that's 

what people want to play. I don't think 

there are people — in computer games 

anyway, consoles are maybe different — 

who just say, 'I like strategy games,' or 'I 

like action games.' They just like 

good games." 

_I 

Treasure hunts and 
rooftop chases — all in a 
day's work for Cyrus 
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2 Blood : The Chosen 
Monolith introduces a new 3D engine and 

unique gameplay, but is it enough to fend 

off the competition? 

Unlike in the first game, all objects and effects are rendered in real time through Monolith's universal 3D engine 

Creatures in Blood 2 are far more intelligent than the creatures found 
in the first game, in part due to the new ai scripting in Uthtech 

RPGs, where you control the stats of your 

character, weaponry, and items you use," 

says Jay Wilson, project leader at 

Monolith. 

The game features nearly 40 

weapons, 12 inventory items, and an 

innovative magic system. Conventional 

Format: PC 

Publisher: GT Interactive 

Developer: Monolith Productions 

Release Date: Q4 1998 

Origin: U.S. 

espite the glut of first-person 

shooters. Blood won the hearts of 

many gamers when it released more than 

a year ago. Now the story of Caleb 

continues in Blood 2: The Chosen, a game 

that features the latest in 3D technology, 

an incredibly detailed backstory, and more 

multiplayer options than just about any 

game of its kind. 

Set 100 years after Blood, Blood 2 
again places players in control of Caleb, 

the undead hero who (again) faces the 

evil Cabal. Blood 2 is more than just a 

cookie-cutter sequel, though, instead, 

Monolith wants to increase the scope of 

the game by adding elements from other 

genres. "We created a system where 

players have direct control over the 

character they are playing, it's similar to 



ng alphas 

Blood 2's post-modern 
apocalyptic setting is 
best illustrated in its 
character designs 

weapons play a major role, and spells are 

only used for defense. "I wanted a new 

way to play the game," says Wilson. "All 

the magic weapons and spells have one 

ammo source that is called Focus. Spells 

can reflect weapons back on attackers 

and throw up walls to block players from 

following you." 

Monolith conceptualized the design 

in storyboards. To help build the 

atmosphere and separate the game from 

the competition, characters called the 

Chosen were created to help Caleb 

defeat the Cabal. "As a writer, I love 

character interaction," says Wilson. "Each 

of the Chosen has been given a lot of 

attention, especially on how they relate 

with Caleb. The best example of this is 

with the relationship between Caleb and 

Ophelia, in the first game, they were 

lovers. Now Caleb finds out that she just 

used him for his power." All of the 

Chosen are linked and speak to each 

other throughout the game. When they 

get into trouble, they can call out for help. 

Whether or not the player aids them 

affects the way those characters help 

Caleb in later levels. 

The multiplayer mode is even simpler 

than in the first game. Players configure 

their characters before starting, balancing 

attributes and selecting weapons, as none 

will be placed in the levels. Once a 

character is designed, it can be saved and 

traded over the Internet, but for those 

lacking patience, the game will ship with 

default characters. In addition, the team is 

planning a Capture the Flag game and is 

hoping to incorporate Tag, where one 

person is "it" and has a constant power- 

up. There may even be some sort of level 

racing, where all players start off at the 

beginning of a level and race to the end. 

complete with creatures and everything. 

In development for more than two 

years, Monolith's Lithtech engine 

(originally intended to be part of DirectX) 

is the driving force behind Blood 2's 

visuals. Unlike the Quake engine, it was 

created to adapt to almost any gaming 

environment, meaning that the rendering 

engine can be upgraded to support 

OpenGL and other 3D technologies 

after purchase. 

The horror-based soundtrack for 

Blood 2 is again being orchestrated, and 

Dan Bernstein, Monolith's in-house 

composer, has added atmospheric 

effects, like the sound of small children 

playing in the background, giving the 

game a gothic flavor. Another advance is 

the Interactive Music Architecture, which 

changes the music score according to 

the situation and builds tension at key 

moments before an attack. "After hearing 

what can be produced," says Wilson, 

"we never want to go back, it's much 

more cinematic." 

The original Blood succeeded in 

a crowded market, and if the team can 

realize its vision with Blood 2, it may 

have a chance of doing the same 

thing this time around. 

open areas, colored 
lighting, and complex 
textures add to the 
game's gothic 
atmosphere 
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Allison's wonderland in 

evil lagamorphs with the devastating 
H.A.R.E. rif/e! 

along with Allison and her 
host of mutant allies! 

along with Allison's dancing as she 
hypnotizes the bunnies to do her bidding! 

Wuues. Space Bunnies Must Die! radeinark of JINX. All other tradeniar 



L IKE MANY 
WOMEN, 

AIL I SON 
/IS looking 

FOR AN EFFECTIVE _ 

HA RE RE MOV A L 
An army of sinister mutants from beyond!!! 

The shocking story of a kidnapped country starlet with a twang and a twin!!! 

This sassy rodeo-riding waitress is servin' up a serious side-order of slaughter!!! 

fOEcord Panasonic5 
WWW.SPACEBUNNIES.COM 
WWW.RIPCORDGAMES.COM 
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Turok 2 
Bored of Deer Hunter? Iguana's second 

dinosaur season is about to open 

New weapons, with more complexity to their functions, have been 
added to Turok 2. Of course, they'll improve visually as well 

with Gathering of Developers. 

But according to Producer David 

Dienstbier, this hasn't stopped the team 

from completely overhauling the original 

engine. The memory management has 

been rewritten, and a new system 

calculates the visible geometry. "Which 

basically means," says Dienstbier, "the N64 

is not drawing objects that the player 

cannot actually see. These two things have 

helped us to move the fog back 

considerably in the game." 

Dienstbier also notes that new 

lighting and particle systems have been 

implemented; and much work has been 

put into the level editor, which has 

enabled the team to enhance gameplay. 

This means that ambush situations and 

other intricate sequences of events or 

puzzles can be choreographed by 

designers. In addition, the Ai has been 

entirely rewritten. "This time around," says 

Dienstbier, "each type of enemy behavior 

is governed by its own AI. Enemies 

navigate the worlds in brand new ways. 

For the PC version, a 
Voodoo1-caliber 3D 
card and a minimum of 
a Pi66 will be required 

Format: Nintendo 64/PC 

Publisher: Acclaim 

Developer: Iguana/Iguana West 

Release Date: Fall 1998 

Origin: U.S. 

s the first third-party title 

announced for Nintendo 64, the 

original Turok spent a long time in 

development. In the end, its brilliant 

visuals wowed the crowd, but most 

people said the gameplay wasn't as 

polished. But action-starved N64 owners 

overlooked the flaws, and this one-title 

miracle saved a near-bankrupt Acclaim. A 

nearly identical PC version shipped 

several months later — it used the same 

dense fog and glaringly omitted the 

multiplayer support common to the PC. 

But this is all history, as one year later, 

the iguana team is in its final stretch with 

the second coming of Turok. while most of 

the original N64 team is back, it is without 

lead programmer Rob Cohen, who has 

since started his own development studio 
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and they are much more clever." 

Not only will enemies move evasively 

and dodge attacks, but they will also track 

players. Their effectiveness will vary 

according to the type of enemy and 

variables like landscape conditions. When 

an enemy takes a hit, it will flinch in real 

time, as opposed to the motion-captured, 

hit-specific animations found in Goldeneye. 
"If a bullet hits a creature in the face," 

Dienstbier explains, "then you will see that 

creature's head snap to the side, or back. 

The same can be said for a creature's arm. 

If a creature is firing a blaster atTurok, and 

the player fires and hits the arm that is 

holding the blaster, the result will be that 

the creature flinches, throwing the arm 

back, and the shot will go wild." Dienstbier 

feels that the fast-paced battles are better 

served with this realtime solution, as 

opposed to having "huge, bristling, 700- 

pound reptilian bad guys" running around 

holding wounded limbs 

As the cart is 16 megs, double that of 

the original Turok, the N64 team has been 

able to increase the level sizes and 

number of textures, which will help 

eliminate some of the redundancy in the 

first game. "There is a huge level of 

diversity in this game," Dienstbier says. 

"Each level of the game is composed of 

completely unique geometry and texture 

maps. People will find that as they 

progress deeper and deeper into the 

game, the environments will become more 

and more intense, and the visuals become 

more and more surreal." 

The reason the game becomes more 

surreal also has to do with the storyline, as 

Turok must face an evil being called the 

Primagen and his brotherhood of minions 

called the Seeds of Evil. Primagen's 

The game is even bloodier this time around, now enabling players to 
take off the limbs and heads of rampaging reptiles 

in this sequel, the draw distance is three times greater on N64 and 10 
times greater on PC. Some atmospheric fog has been kept for effect 

meddling from the Lost Land, a universe 

lost in time, threatens the fabric of Turok's 

world, and he must launch an assault 

before the world is destroyed. A 

symphonic soundtrack will complement 

the story, replacing the tribal rhythms of 

the first game with an epic score more 

akin to an action film. 

The PC version is being developed 

simultaneously by iguana West, and the 

single-player game will be identical to 

that of the N64 version, although the 

artwork will be converted to high-res; 

and, of course, there will be full 

multiplayer support for both versions this 

time. Both the N64 and PC games will 

feature a four-player, single-screen 

deathmatch, and the PC version will 

feature added deathmatch levels for LAN 

and internet play. PC players will also be 

able to save anywhere in a level. 

Dienstbier makes it abundantly clear 

that Turok is a team effort and assures us 

that his talented group has pushed itself 

extremely hard to make the best sequel 

possible. Certainly, the team members 

can expect some fat royalties if Turok 2 
sells as many copies as the original. But 

signing those checks over to iguana 

is the least Acclaim can do as thanks 

for keeping it in business. 

Jumping has been 
redesigned to be a 
little easier this time 
around 
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TE rIVaTOOLS 
Computer Graphics Solutions 

Hey hot shot, you’re dead because you didn’t think. To save the Earth in Urban Assault, 
you must manage your resources, upgrade your technologies, control your squadrons, and deploy your troops 

using an interactive map. All this at the same time you’re shooting everything in sight. 

1998 Microsoft Corporation. All rights reserved. Microsoft and Urban Assault are either registered trademarks or trademarks of Microsoft Corporation in the U.S. and/or other countries. 



Microsoft 

I’VE DRIVEN MY VEHICLES LIKE A MANIAC. 

A DEAD: 
I HAVE THE FIERCE AIR FORCE. 

It’s the perfect blend of action and strategy that you can make even more 
challenging with multiplayer capabilities. So use that gray matter. Or you’ll lose it. 

Think yourself over to www.microsoft.com/games/urbanassault 
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Sid Meier’s Alpha Centauri 
Need to get off a dying Earth? How about 

playing Sid Meier's latest instead? 

Alpha centaurl's seven 
different factions each 
has its own beliefs and 
social systems 

f there is a God of strategy games, 

he probably looks a lot like Sid 

Meier. Along with Designer Brian Reynolds, 

his latest project, Alpha Centauri, picks up 

where the classic Civilization series left off; 

and never mind that the Civilization name 

still legally belongs to MicroProse (or 

maybe Activision — the courts are still 

sorting it out). Alpha Centauri still falls well 

within the realm of historical sims — it just 

happens to be based on events that 

haven't happened yet. 

while on a voyage to Alpha Centauri 

to escape a dying Earth, the colonists' 

ship is hit by an asteroid, in the ensuing 

chaos after landing, the colonists break 

up into seven different factions, each 

with its own beliefs, strengths, and 

weaknesses, ranging from the warlike 

Spartan Federation to the Peacekeeping 

Forces, who are more, well, peaceful. 

From there the gameplay will seem 

familiar to Civilization devotees, although 

there are myriad differences. 

To begin with, the terrain is fully 3D 

and is fractally generated anew with each 

game. Players can use terraforming 

techniques to modify the planet's surface 

and environment, and the planet itself can 

help or hinder players as they uncover the 

secrets of the local flora and fauna. There 

are 80 technological advances to work on, 

and players can implement and 

experiment with a number of different 

social and economic models as well as 

diplomacy. Best of all, the game offers 

multiplayer support for up to seven 

players over LAN or the Internet, and also 

supports voice technology, so players can 

actually speak to one another as they play. 

Since founding Firaxis, Meier has 

pledged that no game his company 

develops will be released until it's ready 

and in exactly the form it should be. 

Given that its first release was the superb 

Gettysburg, it certainly bodes well for the 

spiritual successor to the classic 

Civilization. [£3® 

Although conquering the 
planet is one way to win, the 
player can also win through 
diplomacy, or evolving to a 
higher plane — no kidding 

Format: PC 

Publisher: Electronic Arts 

Developer: Firaxis 

Release Date: November 1998 

Origin: U.S. 
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I DEPLOYED MY GUYS USING THE TRANSPARENT MAP. 
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Tr^TTfT r~t s r~. 

Ill U" 43 i *’ * I—I j U{ 

i X 

I TOLD MY GUYS TO ATTACK FROM BOTH FLANKS. 
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'"if 

KNOW WHERE THE TECH UPGRADE SECTOR IS 
—r——- 

I KNOW WHERE TO PLACE MY HOST STATION. 

mmm 

* Wmw 

I KNOW WHERE THE POWER STATIONS ARE. 

So WHY AM I STILL DEAD? 

I SAW A MYKONIAN CUBOID FORMATION. 

I'M BEING SMART ABOUT MY MOVES. 

aggressiveness to defend, attack, or raid. 

EVERYONE 

Hey mastermind, you’re dead because you didn’t get your hands dirty. 
In Urban Assault, you have to battle on the frenzied front lines at the same time 
you're strategizing the entire war. Of course, your years studying at military 
school will come in handy, but to win. you better warm up that trigger finger. 
Shoot your browser over to www.microsoft.com/games/urbanassault. 

1998 Miciosott Corporation. All rights reserved. Microsoft and Urban Assault are either registered trademarks or trademarks of Microsoft Corporation in the U.S. amt or other countries. 
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Uprising for PC practically created its own 

genre. Can it work on console too? 

ng alphas 

Uprising K 

Format: PlayStation 

Publisher: Cyclone 

Developer: Cyclone 

Release Date: Q4 T 998 

Origin: U.S. 

□ arlier this year, uprising for PC 

combined realtime strategy with 

first-person action for an intense and 

fast-paced, if ultimately over-challenging 

game (see review, NG 37). The game's 

central conceit, that of piloting around an 

uber-tank called a wraith, then 

teleporting in troops and support 

vehicles to destroy and take over enemy 

installations, proved highly original and 

highly addictive (and very popular with 

the PC-buying audience). Now Cyclone is 

porting the game to PlayStation, but as 

the title indicates, it's not, strictly 

speaking, a port. 

"We're definitely trying to make it a 

PlayStation-exclusive title," explains Kudo 

Tsunoda, producer for Uprising X. "It's not 

a port of the PC version. I can't think of 

one PC to console port that sold very well 

at all. Even C&C — they did a pretty good 

job porting it, but the markets are totally 

different." 

The first step was to make PlayStation 

sit up and beg. To do this, Simon Everett, 

formerly of Argonaut Software, was 

brought in to port Argonaut's powerful 3D 

API, BRender, to PlayStation. The result is 

one of the more impressive efforts seen 

on console to date. "The guy really knows 

how to max out the PlayStation hardware," 

Tsunoda says. "Just in the amount of polys 

we're able to draw onscreen, the lush look 

and feel of the environment, we'll have 

support for dynamic tiling as well, and the 

way we're using RGB lighting — it gives us 

a lot of different looks and feels." 

In the Uprising X engine, the terrain 

is continually streamed off the disc, giving 

each of the game's 15 one-player levels a 

huge, expansive feel. This also enables 

the player to go anywhere at any time. 

The game's textures are all 8-bit, 64x64, 

and even so, the engine can push 

130,000 polygons at 30 frames per 

second, even in high-res. 

The missions have been streamlined. 
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With terrain streaming off the CD, Uprising X takes place on huge battlefields 

with far less of the between-mission 

resource management of the PC version. 

While the overall storyline has been 

strengthened and plays a more important 

role than in the original, gameplay within 

each mission remains essentially 

nonlinear, and players are free to roam the 

map at will. However, the core gameplay 

— calling in units and deploying them 

properly, then supporting their assault — 

remains intact, as does players' ability to 

take over (in first person) the gun turrets 

and other built-in defenses of their own 

installations should the need arise. 

In addition, uprisingX offers a 

number of two-player modes, both 

cooperative and deathmatch, and as far as 

we could discern during the demo we 

were given, neither the frame rate nor the 

graphic quality diminishes much at all 

from the one-player game, in fact, thanks 

to the streaming in of terrain, one player 

can be on the opposite side of the 

battlefield from the other, and the game 

never slows down. Two-player modes 

include such goodies as a Ga/aga-inspired 

contest in which each player controls a 

gun turret and fights off wave after wave 

of incoming airborne enemies. "Think 

about it like a three-point contest in 

basketball," Tsunoda says. 

Beyond these technical 

considerations, the PC version's 60-plus 

key control scheme has been simplified to 

suit a standard PlayStation controller and 

feature dual analog support. There's little 

doubt the control scheme works well, 

however — players can use the D-pad to 

control the Wraith's direction while 

employing the four buttons to control the 

direction of fire. Shoulder buttons take 

care of the rest. "That's definitely another 

thing we're paying a lot of attention to," 

Tsunoda assures, "that this is an easy-to- 

pick-up-and-play kind of game." 

Whether Uprising X will make any 

more of an impression on the PlayStation 

audience than the modest success the 

original managed on PC remains to be 

seen. However, with an impressive 

graphics engine and fast-paced 

gameplay, it certainly deserves to. 
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IE CANT LOOK HIS ENEMIES IN THE EYES 

AT LEAST NOT UNTIL HE 



In the future, evil robot warriors have driven mankind underground. And it s 

up to Tiny Tank to save the world. Sure he's small, but he's no wuss. He's got enough fire power to start 

WWIIL.and he s trigger happy. So bringing his enemies down to his level and annihilating their pathetic 

robot asses is a cinch. But whatever you do, don't call him Tiny. He may aim higher than your knee caps. 
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Final Fantasy VIII 
Realism and emotion are the keys to 

Square's next masterpiece 

□ he Final Fantasy story began in 

1987 with the Japanese release of 

the original NES RPG. It became an 

instant classic, paving the way for a 

seemingly never-ending stream of 

sequels. Noted for their humanistic plots 

and emotive orchestral scores, the titles 

had sustained appeal in Japan. However, 

success in the west remained elusive 

until the release of PlayStation — with 

the introduction of CD storage, Square's 

talented artists were given a far broader 

and more detailed canvas for their work 

than ever before, rendering the fantastic 

world of Midgard as lovingly in CGI as 

Tolkien had crafted Middle Earth in ink. 

In spite of its awkwardly traditional, 

turn-based battle system and a market 

hooked on the likes of Tekken and 

As with square's 
previous render-fest, the 

game will boast 
hundreds of megs of 

dramatic CGI sequences 

Resident Evil, Final Fantasy VII became a 

runaway success in both the U.S. and 

Europe. To date, combined Japanese and 

Format: PlayStation 

Publisher: SquareSoft 

Developer: SquareSoft 

Release Date: Q1 1999 

Origin: Japan 

U.S./European sales of the title have 

reached the four million mark, bringing 

the series total to an astounding 18.5 

million. So it's hardly a surprise, then, to 

find Square already midway through the 

development of its seventh sequel. And 

even though Final Fantasy VIII will arrive 

at least nine months in Japan before U.S. 

gamers get a look, the hype is already 

reaching skyscraper proportions. 

At the recent Tokyo unveiling of the 

forthcoming epic, the assembled press 

was left with more questions than 

answers. This is usually the case in 

Japan, where details are jealously 

guarded by publishers eager to eke out 

every last drop of ink from the salivating 

The world of Final Fantasy VIII is considerably brighter than the 
gloomy, post-apocalyptic cityscapes of the previous game 
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Japanese press corps in the months 

leading up to a big release. The 

conference did, however, shed some 

light on how Square intends to develop 

its most successful franchise, fast 

approaching its twelfth anniversary. 

Despite adorning the covers of 

hundreds of magazines around the 

globe, the star of FFVlll will not be Cloud. 

Just as with Hollywood's Batman, Square 

is careful not to promote any one face 

above the franchise. By this time next 

year, Cloud, Aeris, Tifa, and Barret 

models and toys will be replaced by a 

Though it retains the somewhat unwieldy battle system, FFVlll should 
deliver increasingly outrageous special effects 

Though little is currently known about the plot, it's a sure bet that 
cute scenes such as this will soon enough yield to mass destruction 

new set of heroes. At the conference, 

FFVll's renowned director, Hinobu 

Sakaguchi, was coyly tight-lipped about 

the precise roles of the principal players, 

but he did introduce Squall Leonhart and 

Laguna Loire as the new stars of the 

Final Fantasy universe. A girl character 

was also spotted in the trailer, likely to 

be a love interest, but her name remains 

a mystery, what is clear is that Laguna 

and Squall inhabit different worlds. 

Knowing Square's penchant for epic 

stories, it's possible that they may never 

meet until the dramatic climax. 

in regards to the combat system, 

Sakaguchi confirmed that the interface 

will be a little less daunting, combat 

speedier, and the melee and spell 

effects more impressive. Perhaps the 

biggest change concerns the character 

visuals. Square has abandoned the cute, 

or "kawai," look in favor of more realistic 

models. Gouraud shading has also been 

dropped and replaced by more 

conventional-looking texture mapping, a 

change that Sakaguchi attributes to a 

greater understanding of the hardware. 

The results are taller models that 

resemble more closely their battle-mode 

Enter Squall Leonhart, 
the new hero of the 
Final Fantasy franchise, 
armed with a 
gun/sword combo 
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counterparts, but suffer from pixelation. 

The added realism of the character 

art reflects the wider concerns of the 

designers, who are working towards 

making Final Fantasy VIII their most 

complex and mature title yet. Final 
Fantasy VII was noted for its emotive, 

touchy-feely themes, and Sakaguchi 

emphasized that the weep-factor would 

be even higher, with technical 

advancements allowing for facial 

expressions on all the characters. 

Those tidbits of information 

represent the sum total of Square's Final 
Fantasy VIII pitch. But the beauty of the 

game is unlikely to lie in the technical 

innovations or even the artistic 

sensibilities of Square's undoubtedly 

talented character designers. Rather, the 

heart of the game will be the dialogue, 

character interaction, and sheer size of 

the stage. Sakaguchi is a consummate 

storyteller — a dream weaver of 

Miyamoto proportions. Final Fantasy was 

perhaps the best example of the much 

The European retrofit 
look is again the choice 
of Square's CG artists 

maligned and misunderstood 

"interactive story," sacrificing the direct 

visceral response of the gamer for a 

more emotive and cerebral connection 

— an experience (dare we say it) closer 

to a movie than a game. Though 

resolutely closed-mouthed on the details 

of the seventh sequel, Sakaguchi, when 

quizzed, said that he believes that the 

much-hailed convergence between films 

and games is in the post (and indeed. 

Square is known to be working on a 

movie of its own); yet he also said that it 

won't necessarily be the result of better 

graphics or the photo-realism of the 

world, but rather a greater appreciation 

of the emotional aspects of the 

characters. 

It's a refreshing change to hear a 

developer talk not just about 

technological advances or greater 

polygon power, but also about finding a 

direct use for them. Currently, the only 

by-product of greater realism in many 

titles is detail. Sakaguchi intends 

processing power to do for his games 

what the close-up did for movies — to 

further the emotional involvement of the 

viewer to yield a more immersive 

experience. Final Fantasy VII was the test 

bed, and Next Generation fully 

expects the latest installment to further 

the experiment, with equally successful 

results, both in Japan and in the more 

action-oriented U.S. market. 

Ultimately, no matter what your 

opinions of the already accelerating 

hype machine that is Square, it's 

clear that Sakaguchi and his team 

understand well what Hollywood has 

known forever — that when it comes 

to entertainment, there's nothing 

so compelling as a good story, 

well-told. 

The Leviathan Spell 
yields an impressive 
water dragon (top), 
while the Limit Breaks 
have also received a 
considerable face lift 



"A sure bet for puzzler fans."—PSM 

A High-Speed 3D Multi-Player Puzzle Game for the PlayStation. Game Console 

PlayStation 

PlayStation and the PlayStation logos are registered trademarks of Sony Computer Entertainment Inc. Devil Oice is a trademark of THQ Inc. © 1998 SCEI. All rights reserved. 
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The xena art (above left) depicts the in-game model within a high-res background created to display the radiosity 
effect the team is hoping to achieve. Xena (below right) dispenses soldiers with her trademark scissors kick 

Hou've heard of Super Breakout, 
Battlezone (the original), Skate or 

Die, and Sonic 2, but you've probably 

never heard the name that binds them all 

together — Roger Hector. President of the 

newly formed Universal Digital Arts, Hector 

is a 22-year game industry veteran, and 

his latest project involves the leather-clad 

bad girl of syndicated TV. 

"We knew we wanted to do Xena," 
Hector says. “Xena is just one of the really 

high-quality, perfect properties to work 

with from a games standpoint." 

Unlike universal interactive, which is 

responsible for original properties like 

Crash Bandicoot and Spyro the Dragon, 

San Jose-based Universal Digital Arts has 

been charged with taking the universal 

properties and creating games based 

upon them. "The library of assets that 

Universal has," Hector says, "has been laid 

before us. And they've said, 'Find what you 

feel passionate about.'" 

The group found passion in the 

sword-swinging form of Xena. From a 

third-person perspective, players navigate 

Xena through roughly nine combat¬ 

intensive levels in a quest to destroy a 

giant three-headed Titan unleashed upon 

the world. Her journey begins in a typical 

thatched roof village and leads to strange 

places like the valley of the Amazon Bird 

Women and Hades Castle, where foes 

range from generic evil soldiers to giant 

Ogres, dragons, and evil druids, "it's not 

Tomb Raider," says Designer Steve Morris. 

"There's no puzzles to solve, but there will 

be elements where players will have to 

think their way through a given situation." 

Action is the mainstay of gameplay, 

but Morris wants Xena's world to be the 

antithesis of the traditional shallow beat- 

'em-up. As an example, he describes a 

level where villagers are attacked by 

Format: PlayStation 

Publisher: TBA 

Developer: Universal Digital Arts 

Release Date: Q4 1998 

Origin: U.S. 

Smart combat will be 
required when taking on 
more than one foe 
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The face of xena actress 
Lucy Lawless has been 
mapped onto this model 

soldiers. "When you're entering the village 

for the first time, villagers will come 

streaming toward you," Morris says, 

shamelessly admitting that he stole this 

directly from Golden Axe. "And the raiders 

aren't just waiting for Xena. They're 

actually burning things down and wailing 

on villagers." Morris explains, though, that 

it should be fairly obvious that xena will 

have to save the village from destruction. 

"You can't keep piling on challenges after 

challenges," he says, "or players get jaded. 

They need an emotional direction, and 

there's nothing quite like that than when 

people are threatened." 

in keeping with the theme of the 

show, Morris has incorporated Xena's 

continuing quest for redemption into the 

gameplay. if players can use strategies to 

defeat enough enemies without killing 

them, they will be rewarded. And Morris 

hints that the game has something special 

for people who act morally. 

But to this point, most 3D brawlers 

have been marginal at best. Morris is 

aware of the control and camera 

problems that have plagued titles like 

Nightmare Creatures and Fighting Force 
and is using what he calls "control logic" 

to solve them. For instance, players won't 

need to line up directly in front of their 

opponents to attack them. So if Xena 

wants to kick left, she can do so while 

facing forward. 

xena's arsenal includes her sword, 

staff, and Chakram — a flying silver disc 

used for long-range targeting, similar to 

MDlCs sniper gun. Of course, many of 

Xena's signature moves from the show 

will also be incorporated into the game. 

"For example," says a grinning Morris, 

"she'll jump up and do a bicycle kick into 

her opponent's face." 

Xena will face more than the ordinary foot soldier, as can be seen by 
this stone golem who's apparently undaunted by her leather outfit 

To create Xena's world on PlayStation 

and compete against second and third 

generation engines, UDA has written a 

new engine entirely in assembly, which 

has been benchmarked at 30 frames per 

second. The team is also attempting to 

incorporate radiosity effects, for the same 

dramatic natural lighting that is seen in the 

show. "Objects will glow," says 

programmer Charlie Wallace, "so you'll get 

things like a nice red glow in a pond." 

The game still has a ways to go, and a 

publisher has yet to be named. As of this 

writing, the company had just secured the 

voice talent of actresses Lucy Lawless and 

Renee O'Connor, who play Xena and 

Gabrielle in the TV series. 

So why haven't we heard anything 

about Roger Hector and his new studio 

group before now? Well, in an industry 

where egos often thrive at the expense 

of the product, those who make games 

their priority can get lost in the shuffle. 

But, as Hector, who has been involved in 

the creation of more than 80 games 

throughout his career, rightly points out, 

"I'm mostly interested in making the 

hoopla announcements and such based 

upon our product, not so much 

on us." 

Hey, is this PlayStation? 
Xena, like Mario, will 
boast cool lava effects 

"Let me stand next to your fire" takes on a new meaning as Xena 
battles this dragon. Frontal attacks might not be the best tactic 
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■I He WENT 92 YARDS, BROKE TWO 

TACKLES, JUKED ONE CORNER AND BLEW 

Football doesn’t get any more real 

than NFL GameDay ‘99. This year, 

we’ve given NFL GameDay ‘99 a 

stadium full of new features, like 

all-new graphics and gameplay, 

brilliant sportscasting by Dick 

Enberg and Phil Simms, and 

Authentic Football Intelligencer a 

new innovation which has players 

thinking and reacting just like they 

do in the pros. NFL GameDay ‘99 

by 989 Sports.Take a few snaps and 

football game around. 

www.989sports.com 
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Glover 
Format: Nintendo 64 

Publisher: Hasbro 

Developer: Interactive Studios 

Release Date: November 199B 

Origin: U.K. 

At the end of each world, players must 

The Oliver twins' first N64 title is reminiscent 

of two 8-bit classics 

puzzles to unlock the exit while avoiding monsters like these 

□ lover can best be described as 

Marble Madness meets Head Over 
Heels. The Marble Madness factor is 

evident in that the player must guide a 

ball through a series of obstacles and 

puzzles; the Head Over Heels connection 

comes from the innovative control 

system that's at the heart of the game. 

Like Head Over Heels, the game features 

two central characters: Glover (a glove) 

and the ball. 

"The player does not actually control 

the ball directly," explains Philip Oliver, one 

of the heads of Interactive Studios. "The 

game's central character is the glove, who 

can physically interact with or without the 

ball. Alone, Glover can perform all the 

moves you would expect from a modern 

day platform game, but the game comes 

into its own when you pick up the ball, as 

the whole control method changes" When 

this happens, play switches from running 

and jumping about as the glove in order to 

prod the ball in the right direction, to 

rolling around the Mario-esque 

cartoon landscape. 

The ball itself can change states 

too — for instance, it can turn into a beach 

ball or a huge snowball, and as a result, 

will feel heavier and less responsive. 

Enemies can also affect the ball — for 

example, a ghost character, Ethel Real, will 

either turn the ball into fragile crystal, 

forcing you to handle it very gingerly, or 

into a deformed mutant ball, making it 

very hard to control. 

Glover is structured around six 

themed worlds, including the rooftops of a 

pirate city, a bizarre carnival, and a 

low-gravity alien environment — all 

connected by a central hub, the 

Crystal Kingdom. 

With its novel gameplay and skewed 

take on typical platform mannerisms, 

Glover is certainly intriguing. If nothing 

else, Glover will, as Oliver states, "come as 

a breath of fresh air in a market 

full of tired genres." 
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Diablo 2 
Can Blizzard take its genre-redefining 

action/RPG to another innovative high? 
Format: PC/PSX/Dreamcast/Mac 

Publisher: Blizzard 

Developer: Cendant 

Release Date: TBA 

Origin: U.S. 

As in the first game, quests will be epic in scope (left). There are many more outdoor areas in Diablo 2 than in the original (right) 

□ lizzard is one of the last 

companies that can sell a game on 

reputation alone — a position it 

solidified when it decided to kill WarCraft 
Adventures. "It was an incredibly difficult 

decision to make, but we felt we had to 

stay true to our goals and what our 

customers expect," says Bill Roper, 

producer at Blizzard. "To make it the 

kind of product that we wanted, it would 

just have been prohibitive from a time 

standpoint." 

Now Blizzard is preparing to release 

the sequel to its groundbreaking 

action/RPG Diablo. Based on the 

company's past performance, players can 

be sure of two things: first, that Blizzard 

won't release the game until it is tuned to 

perfection, and second, that it will ship late. 

The plot, as in the first game, is 

basically disposable — Diablo, or 

someone (or someones) equally evil, has 

returned, and you have to vanquish 

him/them. But dungeon crawlers like this 

aren't really about plot; they're about 

exploration and raising your stats — in 

short, role-playing. The game will 

introduce five new character classes: the 

Amazon, Sorceress, Necromancer, 

Paladin, and Barbarian (the original 

character classes will be around as NPCs 

but will not be playable). And unlike the 

first game, where, as Roper says, "you 

were saving the world, but you often felt 

like you were just saving your village," the 

scope of the game will be broader — 

taking place across four disparate 

environments, each with larger dungeons 

and a lot of explorable wilderness. 

What else can gamers expect? 

Surprisingly, the biggest change will be 

As in the first game, 
there are a number of 
interesting set pieces 
to be encountered by 
players 

64 



ng alphas 

incredibly detailed 
graphics were a hallmark 
of Diablo, and the trend 
has been continued in 
Diablo 2 

graphical. Unlike in the first game, 

where different equipment was 

represented by generic graphics, this 

time each variation in equipment will be 

evident. So battle plate will look like 

battle plate, not just "heavy armor." Each 

different weapon will be realistically 

rendered in the game, not just in the 

inventory screen. Roper explains: "While 

at its base it's just a graphic change, it 

really affects the gameplay, especially in 

multiplayer, it lets people build a 

reputation and talk about themselves, if 

a guy pulls out a really great, rare 

weapon, it gives him bragging rights, 

lets him tell the story about how he got 

it, and really starts to build community." 

Of course, for a rare weapon to 

mean anything, it has to actually be rare. 

Rampant cheating destroyed Diablo's 

multiplayer experience on Blizzard's 

Battle.net service, so fixing that will be 

the other main challenge for the team. 

"Obviously cheating hurt Diablo," says 

Roper. "You can do a lot of fun things 

with the economy when you make things 

that are rare and hard to find. It makes it 

more exciting for players." By keeping 

character information stored on the 

Dispense swift point-and-click beatings via five new characters — 
Amazon, Sorceress, Necromancer, Paladin, and Barbarian 

server, as well as with other proprietary 

technology (as Roper says, "We don't 

want to get too particular with the details 

about what we're doing"), the company 

hopes to keep the multiplayer experience 

fun and balanced. 

The focus on multiplayer doesn't 

mean Blizzard will ignore the single¬ 

player mode, though. "Both are vitally 

important to us," Roper asserts. 

"Multiplayer is growing, and that 

community is very vocal, but our primary 

focus is on the single-player experience 

because that's how most people 

will play the game." 
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WINDOWS 95/98 

Codemasters d SPORTS 

CAR RACING 



Derek Warwick—Vauxhall 

Nicola Larini—Alfa Romeo 
Ripped his tires off on the back stretch. 

Alain Menu—Renault 
Rammed him off the road. 

hiited. All rights reserved. PlayStation version of TOCA Championship 

'odemasters and exclusively published in North America by The 3D0 

Jcing is a trademark of The Codemasters Software Company Limited. 

3D0 and the 3D0 logo are trademarks of The 3D0 Company in the 
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Virgin hopes to win the heat with an official 

Sports Car license and an eye on realism 

ng alphas 

Sports Car 

Sports Car has some of 
the most authentic- 
looking re-creations of 
the world's most popular 
race tracks 

rofessional Sports Car Racing has 

been around since 1969 with the 

establishment of the International Motor 

Sports Association, which has been 

running Grand Touring championships for 

sports cars since 1971. So an officially 

licensed game based on the series has 

been a long time coming. 

Plenty of research is required to 

properly simulate the sport. Chris Bauer, 

Virgin Interactive's creative director, 

knows how important it is that the 

physics engine support a true simulation. 

"We've looked for areas where we can 

take it even further; specifically collision 

dynamics, vehicle physics, graphic detail, 

weather effects, and extensive vehicle 

modification and setup capability for the 

player." 

image Space incorporated is handling 

the PC version, while Point of View is 

taking care of the PlayStation game. ISI 

has already implemented vehicle and 

trackside lights in the endurance races, as 

well as reflections and water trails on wet 

track surfaces, all while maintaining very 

real physics models and Al behavior for 

each car. To give an example of how 

intricate the physics model is, the game 

takes into account details like reduced 

grip outside of the preferred line where 

□ Format: PC/PlayStation 

Publisher: Virgin 

Developer: Image Space 

Incorporated and 

Point of View 

Release Date: Q4 1998 

Origin: U.S. 

bits of tire rubber (a.k.a. "marbles") 

accumulate. Likewise, the car's weight 

actually shifts while cornering, 

accelerating, and braking, all while the 

suspension tries to keep the power down. 
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Each car is modeled after 
a real-life counterpart, 
both in how it looks and 
how it behaves 
physically 

All this is possible in part due to the 

amount of cooperation from 

manufacturers and teams. For instance, 

Rob Morgan, who raced a WSC car in the 

Sports Car series, acted as an on-site 

consultant for the first few months of 

development to help ensure authenticity. 

The game features three classes of 

cars: GT3, GT2, and GT1. The circuit is 

made up of real-world cars, like the 

Saleen Mustang, BMW M3, Porsche 911, 

Acura NSX, and Mazda RX-7. There are 

also a number of more exotic GT1 cars, 

including the Porsche GT1, Mercedes CLK, 

and Panoz. Comprehensive photo 

coverage from actual races was used to 

create the vehicle textures, and players 

can expect all of the cars from the '98 

PSCR season, as well as a few of the best 

cars and paint designs from Sports Car's 

'97 season. Tracks include many popular 

Sports Car locales, including Sebring, 

Road Atlanta, Laguna Seca, and the Las 

Vegas Motor Speedway. 

Both versions of the game use a 

combination of prelighting, dynamic 

lighting, and reflections on the cars to 

make them look as if they fit perfectly in 

the various environments; features like 

tire smoke, skid marks, headlights, and 

taillights further enhance that effect. The 

audio is being handled by Virgin's in- 

house studio, which is taking sound 

recordings of each car at the races, then 

working with the two developers to 

accurately layer them into the game. 

As for multiplayer options, the PC 

version will support up to eight players in 

a single-race game and possibly 16 on a 

dedicated server. Virgin plans on hosting 

online racing leagues that will track 

player's standings throughout a season 

and career. The PlayStation version will 

include a two-player split-screen mode. 

but most importantly, two players are 

allowed to race not only against each 

other, but also against a full field of 

competitors. 

At this stage, both versions of the 

game appear to be fulfilling Virgin's design 

criteria, if the games shown to Next 
Generation are any indication of the final 

product, Professional Sports Car Racing 

fans won't need ESPN2 or TNN to 

feel the rush. 
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Gauntlet: Legends 

[TT] arrior. Wizard. Valkyrie. Elf. Monikers 

LiJ familiar to old-school arcade rats 

who also remember a reverberating voice 

calling, "needs food badly" — a reminder 

from an omniscient dungeon master 

warning players that their quarter was 

going to expire if they didn't find a spare 

turkey lying uneaten in some corner. 

Released in 1985, Gauntlet ms the 

first dungeon crawler that moved at a 

pace that was anything but slow. Designed 

by Ed Logg (whose prior works included 

Asteroids and Centipede), the game 

embodied the intensity of a shooter while 

never shedding the dungeon-lurking 

pacing associated with fantasy games This 

time, though, Logg (recently responsible 

for the fantastic N64 port of San Francisco 

A legendary four-player coin-op game 

returns — but will it draw players back 

into the arcade? 

Format: Arcade 

Publisher: Midway 

Developer: Atari Qames 

Release Date: October 1998 

Origin: U.S. 

The wizard, warrior, and valkyrie (above) 
must cooperate to open some areas 

Rush) is not involved. But Gauntlet: 
Legends still retains the feel, playability, 

and top-down perspective of the original. 

At Atari, the Gauntlet legacy has 

passed into the hands of Producer Mike 

Hally and his team of six artists, three 

programmers, and an audio engineer. 

Together they have harnessed the 

Voodoo2 chipset to bring the game into 

the '90s, with a variety of fully 3D 

landscapes, bosses, secret characters, and 

hidden levels. A "turbo" button has been 

added to the original controls, lending 

three new levels of attack to the traditional 

two-button control scheme. 

And like all games of late, Gauntlet 
now incorporates a storyline. Players must 

banish a demon and his minions who've 

invaded the worlds of Gauntlet. Not a 

profound story, yet one that enabled the 

team to design four consistent 

homeworlds for each of the characters, 

including the warrior's mountain, the 

wizard's desert, the valkyrie's castle, and 

the archer's (originally the elf) jungle. A 

New potions and special 
items abound, including a 
few classic favorites like 
rebounding shots 
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Formerly the elf, the archer (top) has undergone a gender change. The 
wizard (left) boasts an Egyptian look this time out, and the minotaur 
(right) is a "secret" character who plays similarly to the warrior 

hidden playable minotaur character will 

also be buried within the game. Each of 

the four worlds is selectable from the 

outset, and bosses have been summoned 

by the demon to guard each world. Next 
Generation got a look at three of the 

bosses — a dragon, chimera, and giant 

genie, each ornately rendered with 2,000 

Exploring the archer's lush forest world 
(above) is like a visit to an Ewok village 

to 3,000 polygons. Their involvement? 

"Each boss has been entrusted with a 

key," says Lead Programmer Steve 

Bennetts, "so the heroes have to vanquish 

each boss, take their keys, and open the 

citadel the demon has set up as his palace 

and banish the demon." 

it would seem logical for the game to 

end after this citadel world, yet players 

who collect all 13 rune stones hidden 

throughout the game can open the 

underworld portal and slay the demon. 

As elaborate as the bosses are, 

polygon counts for the standard grunts 

have been kept lower, so more could be 

put on the screen. "You can have 25 

enemies on the screen at once," says 

Hally, "and believe me, 25 of our enemies 

in this perspective is quite swarming." 

Which is good, because swarming 

enemies were much of what made the 

first game so intense. Hally is also keeping 

the same flavor in respect to the sound 

effects, the voice-overs, and the music, 

which should keep fans of the original 

pleased. Eventually, too. Gauntlet lovers 

can look forward to an N64 version, which 

will be developed in house, as well as 

PlayStation and PC versions, which will be 

handled by external developers. 

However, right now, the focus is on 

the arcade, and as the world of coin-op 

has moved well into the Tekken age, Next 
Generation wonders if a game based on 

repeatedly smashing an attack button can 

still deliver arcade satisfaction. Gauntlet 
was also one of the first truly multiplayer 

games that had players cooperating 

against a common CPU foe, and player 

camaraderie has long been missing in 

coin-op games. Is it enough to get 

players back? Atari is counting on it. RQ3E1 

Goblins, mummies, tree 
creatures, and golems 
play hosts 
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KILL BY STEALTH. 
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Can Lara wow the crowd one more time, or is 

the Eidos show pony destined to stumble? 

ng alphas 

Tomb Raider 

□ he third installment of one of the 

game industry's hottest properties 

is one that has troubled Core Design. 

Adrian Smith, Core's operations director, 

explains that the biggest challenge has 

been to continue to innovate and 

enhance the Tomb Raider experience in 

the face of aging console hardware. 

Smith admits that the E3 test level was 

rushed and didn't properly show off all 

that the game is going to be. 

"80% of the engine has been 

Back in the caverns again ... this time, however, environmental hazards 
like piranhas and quicksand are among the new obstacles 

Format: PC/PlayStation 

Publisher: Eidos 

Developer: Core 

Release Date: Q4 1998 

Origin: U.K. 

rewritten," says Smith, "but it's a rewrite 

of a system that already works. Tomb 
Raider is now four years old to us, and 

each year l wait to see a game which is 

'better than Tomb Raider.' I think I can 

put my hand on my heart and say I still 

haven't seen it." 

The rewrites Smith mentions include 

a high-res version for PlayStation, yet this 

boost still pales when compared to the 

latest Direct3D version shown on an 

accelerated PC. However, the draw 

distance on the console version has 

significantly improved, and that has 

allowed the designers to open up the 

levels and build multiple paths through 

them. The team believes the multiple 

paths will balance the gameplay for a 

variety of skill levels and offer 

replayability. 

"There are those die-hard gamers 

that will find whatever we throw at them 

probably too easy," says Smith. "The 

person who isn't that familiar with it will 

be happy just to go through it. The better 

players will be going backwards and 

Tomb Raider becomes 
more a misnomer as 
this third installment 
offers scenic London 
architecture (above) 
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forwards, looking at different routes and 

trying to pick everything up." 

Not only will the environments be 

larger, but they will also be more organic. 

New effects include blowing leaves, snow, 

and rainfall; mist will sit on some bodies 

of water, and Lara will leave footprints in 

snow. An improved lighting system 

includes radiosity (natural lighting) effects, 

as well as colored lighting. A particle 

system also gives Lara smoking guns, and 

bullets will spark off rock walls should the 

gunfire miss its mark. 

The game's story puts Lara in search 

of pieces of a meteorite with mythical 

properties. Her varied search takes her to 

an Indian jungle, London's rooftops. Area 

51, and Antarctica. Of course, she'll 

switch outfits along the way, and there 

will be new weapons, including a rocket 

launcher and grenade launcher, vehicles 

will again play an important part in the 

game — this time Lara will even have to 

canoe some rapids. And then, there are 

the new moves. 

"I think new moves can confuse 

players," says Smith. "We're trying to add 

new moves that are very simple to 

achieve. The sprint dash move is a good 

example; it's a very fast, very easy, single¬ 

button-activated move." 

The designers have tried to keep the 

new moves organically linked to the 

world — same with the new duck and 

crawling animation used to get through 

tough spots and the new hand-over-hand 

With better draw distance, designers have created spacious levels 

movement used to cross monkey bars. 

While the changes are many, they 

are. Smith admits, subtle ones. "There's 

only so much we can do on the current 

range of hardware," says Smith, noting 

that the significant changes will occur 

when the next consoles launch in the 

next couple of years. "I still maintain that 

Tomb Raider is today what it was when 

we originally started it. I think people get 

value for money, and they get hours and 

hours and hours of enjoyment, just trying 

to figure out what's around the next 

corner. I don't think those goals 

have ever changed." 

Lara's polygonal model has been slightly enhanced, mostly for the sake of the new animations; players may notice Lara now has ears 
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ANDREW PAGE. ADAM PAGE. BRIAN PAGE. BRIAN PAGE, CALVIN PAGE. CHRISTOPHER PAGE. CORBY PAGE. DAVID PAGE, JEROME PAGE, KENNETH PAGE, LARRY PAGE. MICHAEL PAGE. RICK PAGE, ZANE PAGE, JEAN PAGEL, EVA PAGNOTTA, CHRIS PAGONIS, RANDY PAGULAYAN, RAM PAHARIA, JENNIFER PAHLKy 
MICHAEL PAK, MINSOO PAK, SERGEY PAK. YOUNG PAK, RICHARD PAKER, DILIP PAL, ALBERTO PALACIO, CHRISTOPHER PALACIOS, MIGUEL PALACIOS, SAL PALACIOS. CHRIS PALACLO, ENRICO PALACE, OTTO PALAGYI, PALA PUBLIC LIB. THOMAS PALARINO. ANDREW PALASHEWSKY, MIKE PALATNIK, JOSEPH PALATS 
ALEX PALLER, RICHARD PALLER, ADAM PALLUS, JOHN PALM. AVERY PALMA, CRAIG PALMA. MICHAEL PALMA, VICTOR PALMA. ANDY PALMER, ALLAN PALMER. ADAM PALMER, 8ARRION PALMER, BRUCE PALMER, BARBARA PALMER, BRIAN PALMER, BRANDON PALMER, CHET PALMER, DEREK PALMER, JIMMY 
PALMETER, ANTHONY PALMIERI, JOHN PALMIERI, JACK PALMQUIST, ALBERTO PALOMA, DUCIEN PALOMADO, DANIEL PALOMARES, EDDIE PALOMARES, ANTHNY PALOM8IT, ALLEN PALOMINO. MARK PALOMINO. MICAHEL PALONE, MARTIN PALOPOLI, CORY PALS, JESUS PALUCHO, MICHAEL PALUKA. MARK PALUS, R 
ARLISSA PANG. BYRON PANG. DORIS PANG. DOMINIC PANG, KENNETH PANG, MELISSA PANGBORN, 8ALDOMERO PANIAGUA, NICHOLE PANICCIA, RICHARD PANICH, RAJESH PANJABI. MURTAZA PANJWANI, JOE PANKEY, CHARLES PANKOW, KEVIN PANKOW, RACHEL PANKS. DAVID PANNELL, RANDOLPH PANNEl 
PAPAC, ANDY PAPACCIOLI, RALPH PAPADOPOULOS, GUS PAPAGEORGIOU. CHRIS PAPAIOANNOU, GEORGE PAPAIOANNOU, STELUOS PAPAKOSTAS, MARC PAPALARDO, CHRIS PAPAMITROU, CHRISTIAN PAPANA, DANIEL PAPAS. MICHAEL PAPCIAK. GLENN PAPE, J PAPE, STUART PAPE, TERRI PAPENDICK, PAUL PA 
PARANY, DOMINIC PARANZINO, QUENTIN PARASHIS. CHRIS PARASTSCHENKO, PHILIP PARCELL, MICHAEL PARCERO, BRIAN PARCHIM, RAVINDRA PARCHURI, ERIC PARDI, JANIE PARDO, ISID PARDUCHO. HECTOR PAREDES. CHRISTIAN PARELLA, GREGORY PARENT. MICHAEL PARENTS, JERAMIE PARENTEAU, BENJAM 
PARK, HAYN PARK, JOHN PARK. JIN PARK, JUNA PARK, J PARK, JUNTLEE PARK. JEE PARK, MATTHEW PARK, PABLO PARK, PAUL PARK, RONALD PARK, STEVE PARK. THEODORE PARK. WALTER PARK, YOOK PARK, VED PARKASH, MELISSA PARKDIKE. AMOS PARKER, BRANDON PARKER. BERTHA PARKER, BROOKS PARK 
JEREMY PARKER. JASON PARKER, KEVIN PARKER, KEITH PARKER, KENNETH PARKER. KEN PARKER, MATTHEW PARKER. MARC PARKER, NAVARRO PARKER, ONEITA PARKER, PERRY PARKER, PHILLIP PARKER, ROBERT PARKER, RAYMOND PARKER, SHAWN PARKER, STEVE PARKER, SCOTT PARKER, TRENT PARKER, Tl 
JASON PARKS, JOSH PARKS. JEAN PARKS, MARY PARKS, PAUL PARKS, RYAN PARMA, HITEN PARMAR, KEITH PARNAS, MICHAEL PARNESS, NATHAN PARNESS, NEWBILL PARNEZC, ADAM PAROD, SEAN PARQUE, JON PARR, MATT PARR, ROBERT PARR, SHARON PARR. WILLIAM PARR, CHRIS PARRELLA, DAVID PARRIS. 
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JASON PATALON, RONALD PATANIA, WALTER PATAPOFF. CHRISTOPHER PATE, PETER PATE, ARVINDBMAI PATEL. ARVIND PATEL, 8HAGUBHAI PATEL. CHANDRA PATEL, CHITRA PATEL, CHIRAAG PATEL, CHANDRAKANT PATEL, CHAND PATEL, GANGABEN PATEL, HARSHA PATEL, JAYANTILAL PATEL, JIVANLAL PATEL, 
SATISH PATEL, THAKOR PATEL, URVI PATEL, VISHAL PATEL, VIRENDRA PATEL, YOGINI PATEL CHRISTOPHER PATELLA, BRIAN PATENAUDE, ERIC PATENT, MICHAEL PATER. S PATERKIEWICZ. DANIEL PATERNITI. J MICROPROSE, SCOTT PATERSON, AMRUT PATI, RODRIGO PATINO, MICHAEL PATISH, MARY PATMOS, S> 
PATRICK. NICLOE PATRIDGE, MATTHEW PATSCHULL, DAN PATSEY, JEFFREY PATTEE, JERRY PATTEN, JOHN PATTEN, KIRK PATTEN, MICHAEL PATTEN, MICHAEL PATTEN, MICHAEL PATTEN, GLENN PATTERSON, ANTHONY PATTERSON, ARIC PATTERSON, BRAD PATTERSON, CHERYL PATTERSON, CHARLES PATTERSON, C 
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PAUL, DAN PAUL, DOLORES PAUL, HARRIS PAUL, JIM PAUL, JESSICA PAUL. LUU PAUL, NATHAN PAUL. PETER PAUL, RONNA PAUL. ROBIN PAUL. RONALD PAUL, VAUGHN PAUL, VINCE PAULAUSKAS, ROB PAULAUSKAS, PAUL, RYAN PAULE, JUSTIN PAULEY, FRANK PAULIK, ADRIAN PAULIN, RYAN PAULIN, SCOTT PF 
RYAN PAULSON, THOMAS PAULSON. ANDREA PAULUS, LUKE PAULUS, NICHOLAS PAULY, MIKE PAURA, RYAN PAUSTIAN. MICHAEL PAUZE. IDEUNO PAVAO, ROBERT PAVELEA, PAUL PAVELICH, ERIC PAVEY, ROBERT PAVtCIC. NICOLAS PAVLINAC, ALAN PAVLISH, DINO PAVLOPOULOS. PAUL PAVLOSKI, BRIAN PAVLO 
PAYETTE, CHRISTOPHER PAYLOR, CHARLES PAYNE, DAVID PAYNE, GINGER PAYNE, JACQUALYN PAYNE, JAMES PAYNE, JOHN PAYNE, JOE PAYNE, JARED PAYNE, MARTHA PAYNE, RYAN PAYNE. RICHARD PAYNE, STEPHEN PAYNE, SHEILA PAYNE, TOM PAYNE, TREVOR PAYNE. ZACHARY PAYNE, DAN PAYNTER. t 
MICHAEL PEAKE, BRODERICK PEAKS, BENJAMIN PEARCE, CHRIS PEARCE, G PEARCE, MICHAEL PEARCE, PAUL PEARCE, SCOTT PEARCE, JASON PEARL, KENNETH PEARL, KEMPER PEARL, LAWRENCE PEARL, MICAH PEARLMAN, PEARSON, BRIAN PEARSON, CORNEL PEARSON, DOUG PEARSON, DIRK PEARSON, RANC 
SCOTT PEASE, TIM PEASE, DAVID PEASLEY, RYAN PEASLEY, DANIEL PEAVY, WILLIAM PEAVY, WINDEL PEAY, LEONARD PECHACEK, BRUCE PECHMAN, SCOTT PECHOTA, PECK, ADDISON PECK, JONATHAN PECK, JEROD PECK, JEREMY PECK, MICHAEL PECK, MIKE PECK. PAMELA PECK, SEAN PECK, JASON PECKET, G 
ANDY PEEL, MIKEY PEEL, MELVIN PEEPERS, LEILA PEERWANI, CHARLES PEGERON, JASON PEGLER, CHRISTOPHER PEGRAM, VERNON PEGUS, BRET PEHRSON, PETER PEI, MATTHEW PEIDL, RYAN PEIF, FLORENCE PEIFFER, MAT PEIFFER, W PEIL, GREGG PEIN, KYLE PEIRING, JOE PEITTI, GEOFREY PEJSA, MAH PEKAR, 
MARK PELLEGRIN, JACK PELLEGRINO, ANTHONY PELLEGRINO, DAVID PELLERIN, GEROGINANNA PELLERIN, EMMANUELLE PELLETI. ALLEN PELLETIER, CARLTON PELLETIER, LOUIS PELLETIER, ARMANDO PELLEZ, CHARLIE PELOQUIN. GEOFFREY PELOSI, RAY PELOSO, GEORGE PELRAH, MIKE PELTO, CORY PELTON, JIM I 
JAIME PENA, MANUEL PENA. MARK PENACHO, NELSON PENALOSA, LEANDRO PENALOZA, PEDRO PENALOZA, PAUL PENALOZA. ERNEST PENARANDA, MATTHEW PENAS, CHRIS PENCE, JONATHAN PENCE, JEREMY PENDERGRAFT, BRIAN PENDLETON, KENNETH PENDLETON, SEAN PENDLETON, SCOTT PENDLEYON. 
TOM PENNINGTON, EMMETT PENNINGTON, DANIEL PENNINGTON, RICHARD PENNINGTON, DEAN PENNINGTON, SEAN PENNUNE, JEFF PENNY, ANDRE PENNYCOOKE, FRANK PENNYMON, MIKE PENROD, AARON PENSAK, RAYMOND PENSOTTI, GEORGE PENSTON, RYAN PENTA, JEREMY PENTER. BRANDON PENTICUFf 
PERARD, STEPHEN PERCIVAL, DOUG PERCY, HARRY PERCY, MARY PERCY, ALLEN PERDOMO, JOSEPH PERDOMO, MICHAEL PERDOMO, SUSAN PERDOMO, JONATHAN PERDUE, LEE PERDUE, JASON PERE, HERMAN PEREDA, JUAN PEREDO, CLEMENTE PEREIDA, ANDREW PEREIRA, CIPRIANO PEREIRA, DANIEL PEREIRF 
PEREZ, DAVID PEREZ, DAVID PEREZ, DAWN PEREZ, DANNY PEREZ, DAVID PEREZ, ELIO PEREZ, ELI PEREZ, ERICK PEREZ, EMORY PEREZ, EDDY PEREZ. EDWIN PEREZ. FRANCISCO PEREZ, FRANCISCO PEREZ, FAUSTIN PEREZ, FABRICIO PEREZ, FRANK PEREZ, GERARDO PEREZ, GILBERT PEREZ, GERALDO PEREZ, GABRIEL 
OMAR PEREZ. 0 PEREZ, OSWALD PEREZ, PEPE PEREZ, PABLO PEREZ. PEDRO PEREZ, ROB PEREZ, ROGER PEREZ, ROSANA PEREZ, RAY PEREZ, RENE PEREZ, ROMULO PEREZ, SENOVIO PEREZ. VICTOR PEREZ, WILLIAM PEREZ, WILLIAM PEREZ, ERIK TITUS, ERIK PEREZCHICA, PERFORMANCE MARKETING, JOHN PERILLO, P 
WEST PERKINS, CHRISTOPHER PERKOWSKI, KENT PERKS, DARREN PERLEBERG. JAMES PERLEY, TODD PERLMUTTER. JOE PERMAN. ANTHONY PERNA, FRANK PERNA, AMY PERNAS, LUMPY PERNECKY, RANCE PERNELL. PERNETTI, BENNY PERNICIARO. ADAM PERNU, JOSEPH PERO, PAUUNE PEROLTI, CARLOS PERPETU 
AARON PERRY, ARTHUR PERRY, BRAD PERRY, BOB PERRY, CURTIS PERRY, DAVID PERRY, DAVID PERRY, DAVID PERRY, DANIEL PERRY, EDMUND PERRY, GRANT PERRY. GENE PERRY, JASON PERRY, JUSTIN PERRY, JONATHAN PERRY, JUSTIN PERRY, JUSTIN PERRY, JOE PERRY, JAMES PERRY, JASON PERRY, JOSHUF 
VERNON PERRY. WHIT PERRY, WILLIE PERRY, WILLIAM PERRY, BRIAN PERRYMAN, JEFFREY PERRYMAN, JOHN PERRYMAN, PERRYS, KENNY PERSAND, DURGA PERSAUD, BENJAMIN PERSELLIN, PHILIP PERSER, SUE PERSHON, HOLDEN PERSOHN, RYAN PERSON, STEVEN PERSON. BJORN PERSSON, STEVE PERSYN, SE 
PETERS, BRIAN PETERS, CHRIS PETERS, CRAIG PETERS, DAN PETERS, DARLENE PETERS, ERIK PETERS, GREGORY PETERS, JON PETERS, JOHN PETERS, JASON PETERS, JOHN PETERS, JEFF PETERS, JOSEPH PETERS, JEANNE PETERS, KANDILEE PETERS, KURT PETERS, MARK PETERS, MARK PETERS, ROBERT PETERS, SCC 
PETERSON, BRIAN PETERSON, BRYAN PETERSON, BRIAN PETERSON, CORY PETERSON, CHRIS PETERSON, CHRIS PETERSON, DHAKIN PETERSON, DANIEL PETERSON, DAVID PETERSON, DREW PETERSON, DAVID PETERSON, DON PETERSON, DARIUS PETERSON, DANIEL PETERSON, ERIK PETERSON, GARY PETERSON. 
MATTHEW PETERSON, MICHAEL PETERSON, AMN PETERSON, MIKE PETERSON, RANDY PETERSON, ROBERT PETERSON, SETH PETERSON, SCOTT PETERSON, SCOTT PETERSON, TODD PETERSON, TRICIA PETERSON, URSULA PETHERBRIDGE, ADIN PETISCA, TOM PETIT, KARL PETITH, NOLA PETITO, RICHARD PETITTE, JEF 
JAMES PETROSKI, STEPHEN PETROSKY, ILIAN PETROV, LAWRENCE PETROWSKI. DOWNEY PETRUNGARO, MARINA PETRUSH, MIKE PETRUSKY, M PETRUSO. MICHAEL PETRY, JOAN PETTERS. BENGT PETTERSSON. RICHARD PETTERUTI, JAMES PETTIBONE, SEAN PETTIBONE, RICHIE PETTIGOHN. ROBERT PETTINELLI, Ml 
PEZCE, MOH PEZESHK, DAVE PEZET, MICHAEL PEZZA, JOHN PEZZOLO, JOSHUA PFAENDLER, NANCY PFEFFER, DAVID PFEFFERKORN, AARON PFEIFER, ERIC PFEIFER, JERRY PFEIFER, JASON PFEIFER, KURT PFEIFER, BRETT PFEIFFER, BRETT PFEIFFER, JOEL PFEIFFER. J PFEIFFER, PAUL PFEIFFER, DANNY PFEISTER, MIC 
PHUONG PHAM, STEVE PHAM, STEVEN PHAM, SAT PHAM, TRINH PHAM, VU PHAM. VAN PHAM, VIET PHAM, ANTHONY PHAN, CHRIS PHAN, DONG PHAN, NGHIA PHAN, CHUEN PHANGCHAM, PHATHANA PHANTHAVONG, SCOTT PHARES, DAVID PHARR, PHASE TWO STRATEGIES, JOHN PHELAN, SUSAN PHELAN,, 
PHILLIPPE, ARMAND PHILLIPPI, HILLARY PHILUPPS, JEREMY PHILLIPS, ASHLEY PHILLIPS, ANTHONY PHILLIPS, BRAN PHILLIPS, BILLY PHILLIPS, BAARBARA PHILLIPS, BLAIR PHILLIPS, CHASTITY PHILLIPS, CHRIS PHILLIPS, CHRISTOPHER PHILLIPS, CHRIS PHILLIPS, DERRICK PHILLIPS, DEE PHILLIPS, DAVID PHILLIPS, DAVID 
LINDELL PHILLIPS, MARK PHILLIPS, MARCUS PHILLIPS, MARK PHILLIPS, MARK PHILLIPS, MATTHEW PHILLIPS. MIKE PHILLIPS, MICHAEL PHILLIPS, MICHAEL PHILUPS, MARK PHILLIPS, NATE PHILLIPS, PAUL PHILLIPS, RYAN PHILLIPS, RICHARD PHILLIPS, RUFUS PHILLIPS, RICHARD PHILLIPS. RANDY PHILLIPS, SANDY PHILLIF 
PHIPPS, KAREEM PHIPPS, KYLE PHIPPS. TRAVIS PHIPPS, HENRY PHO, JOE PHOEBUS, SREYMOUM PHOU, SOM PHOUANGPRASEUTH, DAWRATH PHOUE, MICHELE PHUA, KOBKUL PHUKASEMSOMBA, SOMCHAI PHUKOMNGAM, KHOI PHUNG, STEVEN PHUNG, S PHUPHANICH, DAVID PIANTAGGINI, DAVID PIASECKI, DAV 
MIKE PICKERING. R PICKERING, BRYON PICKETT, DENNIS PICKETT, LESTER PICKETT, ROD PICKETT, RHONDA PICKETT, TIM PICKETT, THOMAS PICKETT, NICHOLAS PICKLE, TOM PICKLES, DAVID PICKLESIMER, MATTHEW PICKNEY, CHRIS PICKOLICK, JOEY PICKSTONE, STEVE PICO, JASON PICONE, EVAN PICTON, PICTl 
PIERCE, JAMES PIERCE, JASON PIERCE, JOE PIERCE, MARK PIERCE, MIKE PIERCE, MICHAEL PIERCE, MATTHEW PIERCE, MATTHEW PIERCE, NICHOLAS PIERCE, RAYMOND PIERCE, REX PIERCE, RICHARD PIERCE, STEVEN PIERCE, SUSAN PIERCE, THERESA PIERCE, WILLIAM PIERCE, CHARLES PIERCY, ANTHONY PIERDOM 
PIFFER, SAM PIGG, MICHAEL PIGNONE, TIM PIGULSKI. ELVES PIHHO, DAVID PIHO, JUAN PIJUAN, JASON PIKE, JOEL PIKE. TYLER PIKE, ROBYN PIKOFF, DUSTIN PIKUS, MIKE PILANT. JOEY PILARCZYK, CHRISTOPHER PILARSKI. MARIA PILAVAKIS. CHRIS PILCHER, RANDALL PILCHER, DENNIS PILGER, ALLAN PILGRIM, FF 
PINCHINAT, STEVEN PINDELL, CARLOS PINDER, MICHAEL PINDER, THOMAS PINDER, RIVA PINE, ALFONSO PINEDA, ELIATH PINEDA. GERALD PINEDA, HENRY PINEDA, JOHN PINEIRO, JOE PINELU, KELVIN PINERO, BRYAN PINEROS, ANDREW PINES. LAM PING. WILL AND MARY PING, JOSEPH PINGITORE, RICHARD PINGU 
ADRIENE PINTER, DAVID PINTO, EMIDIO PINTO, FABIO PINTO, JOSEPH PINTO, NATASHA PINTO. LARRY PINYERD, JOSPEH PIOLI. PIONEER ENTERTAINMENT, MICHAEL PIORO, CHARLES PIOT, JAC08 PIOTROWSKI, STEVEN PIOTTER. MARCY PIPCZYNSKI. JOSH PIPER, MANOAH PIPER, TERRY PIPER, THOMAS PIPER, WILLI 
ROB PIRSEIN, GREG PISANICH, ALBERT PISANO, DANNY PISANO, JOHN PISANO, JOSEPH PISARRI, MICHAEL PISCIOTTA, MICHAEL PISCITELU, RANDALL PISECHKO, JOSEPH PISNI, CODY PISTO, MIKE PISTO, NICK PITARRA, MICHAEL PITCHER, SUZANNE PITCHER, TIMOTHY PITMAN, JASON PITNER, MICHAEL PITNEY, MA 
PITTMAN, DARYL PITTS, DAVID PITTS, DONTE PITTS, JEREMY PITTS, MARK PITTS, RONALD PITTS, RYAN PITTS, SHAUN PITTS, WILLIAM PITTS, NEAL PITUCH, JOHN PIWINSKI, J PIZANA, JASON PIZATT, ED PIZIO, RICHARD PIZZICAROLI. MIKE PIZZO, DOMINICK PIZZULLO, PIZZUTO, LAWRENCE PLACE, SCOTT PLACE, MIC! 
PLATH, GARY PLATNER, SALRADOR PLATRO, JEFFREY PLATT, KENNETH PLATT, MICHAEL PLATT, ROBERT PLATT, WILLIAM PLATT, ZACHERY PLATT, PLATT COLLEGE, BRANDEN PLATTER, MICHAEL PLATTETER, ALEXANDER PLATTS, TODD PLATTS. JEFFREY PLATTUS, DAVID PLATZER, DANIEL PLAUT. VANCE PLEASANT, 
PLOURDE, KIM PLOUSSARD, TOM PLOVETSKY, MATT PLOY, KEITH PLUCINSKI. RAYMOND PLUE, MICHAEL PLUESS, JOHN PLUMBLEY, KEVIN PLUMLEE, MIKE PLUMLEE, MITCH PLUMLEE, BRIAN PLUMMER, CARL PLUMMER, LAURA PLUMMER, MARK PLUMMER, TONY PLUMMER, JIM PLUSH, CHRISTOPHER PLUTA, JOH 
PODLINSKI. JOE PODSCHLNE, TOM PODUCH, JOE PODUSLO, WOJCIECH PODWYSOCKI, BOB POE, CHRIS POE, DANIEL POE, JOANN POEHLMAN, NOAH POETHKE, CHRIS POETOEHENA, MORGAN POFAHL, JAMIE POFERL, ELLIOT POGER, KENNETH POGGI, TONY POGVARA, ANDRE POHAR, LUKE POHAWPATCHOKO, FEDEF 
CHRISTIAN POLAND, MICHAEL POLANIC. JOSEPH POLASKI, VEREMY POLASTRY, JOHN POLCI, JIM POLCZYNFKI, ERIK POLDERMAN, MICHAEL POLE, GAIL POLECEK, KAREL POLEDNIK, NEIL POLENSKE, MICHAEL POLESE, FRANCIS POLI, MICHAEL POLIAK, TONY POLICARO, NICHOLAS POLICELLA, DAN POLING, RYAN POI 
MONTY POLLARD, NICOLE POLLARD, REBECCA POLLARD, RYAN POLLARD, SEAN POLLARD, JASON POLLENS, BRUNHILDE POLLETT, DAN POLUCK, RONALD POLUNI, JASON POLLOCK, JAMES POLLOCK, JAMES POLLOCK, MARTY POLLOCK, MARK POLLOCK, ZEB POLLY, CARMINE POLO, PATRICK POLONIO, AMERICO PC 
POND. THOMAS POND, RODOLFO PONDER, JONATHAN PONG, CHARLES PONGKLUB, RADOM PONGVUTHITHUM, DAVID PONKE, CARLOS PONOMARCIUC, MAILHEL PONS, PAUL PONTARELLI, CARMEN PONTE, PAUL PONTE, CONNIE PONTES, JACK PONTINEN, DAVID PONTIONS, EVAN PONTORUERO, MARIO PONZO 
BRANDON POPE, CHRIS POPE, CHRIS POPE, CURTIS POPE, JOHN POPE, JOHN POPE, MICHAEL POPE, PEGGY POPE. RICHARD POPE, RICHARD POPE, SEAN POPE, TODD POPELLKA, JEFF POPHAM, MICHAEL POPIELA, ERIC POPIVKER, LAIRD POPKIN, DRUE POPLOSKY. ANTHONY POPMA, JOHN POPOVICH, MATTHEW P< 
TOMMY PORRETOO, FRANCIS PORRETTO, MATTHEW PORRO, CARION PORTEN, ADRIAN PORTER, 8RIAN PORTER, BRIAN PORTER, BRANDON PORTER, BRYAN PORTER, CALRK PORTER, CYNTHIA PORTER, CHRIS PORTER, GARY PORTER, GARY PORTER, IRA PORTER. JASON PORTER, JOHN PORTER, JEFFREY PORTER, JA 
PORTNER, ALISSE PORTNOY, MICHAEL PORTUESI, SHARON PORWANCHER, MATTHEW POSADA. WILLIAM POSADA, JASON POSAL, MARKO POSAVEC, SCOTT POSCH, GREG POSEL, CHRIS POSEY, JUSTIN POSEY, MIKE POSEY. STEVEN POSEY, BRIAN POSHARD, FRANK POSKON, FRANK POSLAJKO. CHERYL POSNER, All 
POTTER, JAMES POTTER, JAMES POTTER, LATONYA POTTER, MICHAEL POTTER. MICHAEL POTTER, NEIL POTTER, SCOTT POTTER, TONY POTTER, TIM POTTER, MARK POTTERF, MARTIN POTTINGER, CHRIS POTTKOTTER, JAMES POTTS. REGGIE POTTS, RICK POTTS, STEVE POTTS, RICHARD POTVIN, MICHAEL POUBA, ALI 
SCOn POWEL, ANDREW POWELL, BRIAN POWELL. BRYANT POWELL. BOBBIE POWELL, DON POWELL. DANIEL POWELL. DAVID POWELL, FRANKIE POWELL, FRED POWELL, GAROLD POWELL, GREGORY POWELL, JEFF POWELL, JERMAINE POWELL, JOHN POWELL, JEREMY POWELL, JOE POWELL, JOHN POWELL, JUSTIN PC 
KENWOOD POWERS, MICHAEL POWERS, MARK POWERS, MAH POWERS, PAUL POWERS, ROBERT POWERS, STEPHEN POWERS, TIMOTHY POWERS, GEORGE POWLES, MARVIN POWLEY, THOMAS POYER, ROIE POZAS, JOHN PRADELLA. JOSE PRADO, LILIANA PRADO, TONY PRADO, JAMES PRAGIT. WILLIAM PRAHL, DC 
PRATHER, TONY PRATHER, WILLIAM PRATHER, JEFF PRATO, JOSE PRATS, BRIAN PRATT, CHRISTOPHER PRATT, JOSHUA PRATT, STEVEN PRATT, STEPHEN PRATT, TOBY PRATT, ERIC PRATTE, TOM PRAUSE, TRAVIS PREBBLE, SCOTT PREBELSKI, ERIC PREBYS, MICHAEL PRECISE, CARL PREEL, JOSEPH PREKOP, RICHARI 
PRESS, DARREN PRESSLEY, WILLIE PRESSLEY, NATHAN PRESSNELL, PRESS POWELL, DAVID PREST, ANDREW PRESTON, BILL PRESTON, CHRIS PRESTON, CASEY PRESTON, CHRIS PRESTON, ERIC PRESTON, JAMES PRESTON, KARL PRESTON. KEVIN PRESTON, KHRIS PRESTON, ROBERT PRESTON, TODD PRESTON, TOM F 
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SCOTT PRICE, SHANE PRICE, STEPHEN PRISE, T PRICE. THOMAS PRICE, TOMAS PRICE, VERDAL PRICE, YVONNE PRICE, BOB PRICHARD, PATRICK PRICHARD, JOHN PRICKETT, DAN PRIDE, ROB PRIDEAUX, DAMON PRIDGEN. JASON PRIELA. CURTIS PRIEM, JOSH PRIEST, JAMES PRIEST, JOHN PRIEST. JOHN PRIEST, DEN 
PRINGLE, DEVAN PRINGLE. STEPHAN PRINGLE, FRANCOIS PRINZ, LUIGI PRIORE, DAN PRISCO, JOHN PRISCO, JOHN PRISKORN. PRISM TECHNOLOGIES IN, JAMES PRITCHARD, SHERYL PRITCHARD, JOSHUA PRITIKIN. CHARLES PRIVOT, NATHAN PROCH. BRETT PROCHASKA, JEFF PROCOPIO. JEAN PROCTER, BRENT PRO 
PROPHETE, ELIZABETH PROPPER, MORIAH PROPST, GERSON PROSPER, FREDERICK PROSPERI, JIM PROSSER, WARREN PROSSER, J PROSTKO, A PROSZENYAK, BRADY PROTHRO, JOANNA PROTOGIANNIS, CHRISTINE PROUDFOOT, KEKOA PROUDFOOT, DONNY PROUT, MICHAEL PROVDER, BONNIE PROVENCAL, BOB 
VINCENT PRUITT. RONALD PRULL, ERNEST PRUNEDA. JEFFREY PRUNER, BEN PRUSAK. AARON PRUSSIN, GEOFFREY PRUZINSKY, JONATHAN PRYBLE. JOHN PRYMAK, BLAKE PRYOR, COREY PRYOR, DAVID PRYOR. MALIK PRYOR, BRIAN PRZESLAWSKI. ERIC PRZYBYLSKI, PETER PRZYSIEZNY. DAN PRZYSUCHA, MARK P 
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REBECCA PUNCH, ADAM PUNCOCHAR, MEHTA PUNJASTHITKUL, JASON PUNK, BOONCHUEN PUNUERAI, BRANDON PUPEE, JOHN PUPEK, DOMINIC PUPELLO, KC PUPPO, DONALD PURCELL, MARK PURCELL, STACY PURCELL, BRYAN PURDIE, STEVEN PURDIN, DANIEL PURDY. GUSTA PURDY, JERRY PURDY, KENNETH 
PUTMAN, BRYAN PUTNAM, GARY PUTNEY, DOUGLAS PUTT, MICHAEL PUTT, TRAVIS PUTZ. ERIC PUTZ. MAGGIE PUTZIER. VICTOR PUYADA, JOHN PUZAS, M PVGUELLI, GEORGE PYATT, CHARLES PYEL. CHONG PYO, ANDREW IL PYON, JOHN PYOR, MICHAEL QAUDE, YOUSEF QAWIYY, A QUACH, QUI QUACH, ERIC QUALl 
DAVID QUATTRONE, JAMES QUATTROPANI, MARTY QUEEN, NICHOIAUS QUEEN, PAUL QUEEN, LEE QUEENER, JOHN QUEER, JOEY QUEIROLO, MATTHEW QUENETTE, BARTH QUENZER, TERRENCE QUERRY, ARISTOTLE QUERUBIN, EDUARDO QUESADA, JORGE QUESADA, DON QUESENBERRY, SHIRLEY QUESNELL. DAJJ 
QUIGLESS. HOEP QUIGLEY, KYLE QUIGLEY, SHAWN QUIGLEY. MATT QUILICI, LANCE QUILLEN, SCOTT QUILLIN. JEFF QUIMBY, ROBERT QUIMBY, KYLE QUINBY, DAN QUINCY, RUTHANN QUINDLEN, FRED QUINETTE, ARMANDO QUINIONES, KEVIN QUINLAN, MATTHEW QUINLAN, CHRISTIAN QUINLIVAN, ANDREW QUINT 
REUBEN QUINTAMILLA, FRANCISCO QUINTANA, RAY QUINTANA, ALEJANDRO QUINTERO.'ESAU QUINTERO. JASON QUINTERO, CARLOS QUINTO, BILLY QUINTON. CHRISTOPHER QUINTYNE. DON QUIRIN. JAMES QUIROGA JUAN QUIROS. COLIN QUIST. RICHARD QUITEVIS, MELISSA QUNELL, MIKE QUOC, ANTHONY QUOF 

I DAVID RABIE, MARC RABIN, PAUL RABIN, OLEG RABINOVICH, RENEE RABINOWITZ, BRIAN RABOLD, CHRIS RABOLD, KEVIN RABOLD. RICHARD RABOLD. TANNER RABORG, ADAM RACE, W RACETTE. GEORGE RACHEL, JON RACHERBAUMER, HARRIS RACHLIN, SAMUEL RACHMAN, DUSTIN RACHUY, BEN RACICOT, Dt 
CHRISTOPHER RADDI, NATHANIEL RADDZTZ, ROSS RADEMAKER. TINA RADEMAKER, KIRK RADER, MIKE RADER, JAMES RADFORD, MIKE RADIL CHAD RADKE, JOSH RADLER. SCOTT RADLEY, JOHN RADOICIC. BEAU RADOICICH. VLADIMIR RADOV/ il GORY RADVON. JAYMES RF 
RAGHAVAN, RAMANAN RAGHAVENDRAN, CHET RAGHUNATH, KYLE RAGLAND, VANESSA RAGLAND, EDWARD RAGNO. NICK RAGOSTA, DARRYL RAGSDALE, MICHAEL RAGSDALE, RAUL RAGUNTON, MICHAEL RAHALSKI, JACK RAHE, GREGORY RAHILL, ROBERTA RAHL. MIKE RAHLF, MATTIUR RAHMAN, SULAIMAN RAI IwunMVHII, rvwiMTVMI'i rwunMVCI’lumwl, rv^jnuiV' I n, MLC iwuirtnu, VHNrOJM IWULHnu, CUHHW rwunu, WlUPv nMOUOlM, UMrwrL WUiUMLC, 'VTIL-HMCL IWMSUMLC, rc«UL iwuumui^, rWIHUM, IWdC, UUtUUN T KMHtLL, KUtJtKiA KMttU IVllILt KAMLr, MAI 11 UK KAMMAN, SULAIMAN KM I 
COREY RAKES, RICHARD RAKIN, JEFF RAKOW, JAMES RAKOWSKI, ADAM RAKUNAS. JESSE RAKUSIN, WILLIAM RALEY, PAUL RALLONZA. BROOKE RALLS, JEREMY RALPH, DAVID RALSTON, JAMES RALSTON, PETER RALSTON STACY RALSTON, TIMOTHY RAMAGE, APARAJITA RAMAKRISHNAN, ARJUN RAMAN, PALANI 
RAMIEREZ, JOSEPH RAMIERZ, ADRIAN RAMIREZ. ALFRED RAMIREZ, ARNIE RAMIREZ, ANTONIO RAMIREZ, ALEX RAMIREZ, ANTONIO RAMIREZ, ANTHONY RAMIREZ, ANTHONY RAMIREZ, CHRIS RAMIREZ, DANIEL RAMIREZ, DAVID RAMIREZ, DAVID RAMIREZ, DANIELLE RAMIREZ, EMIUO RAMIREZ, ISRAEL RAMIREZ. JOSE 

nir-uv baimoft .w... KYLE RAMMELSBEF HER RAMOS, DORIAN RAM( 

JASON RANDALL, JEFF RANDALL, MIKE RANDALL. NELSON RANDALL. ROBERT RANDALL. SETH RANDALL, STEVEN RANDALL, RANDALL MILLER DESIGN, ANDREW RANDAZZO, SALVADOR RANDAZZO, MATTHEW RANDELL. CRAIG RANDLE, DUSTIN RANDLE. DOMENIC RANDO, ATLAS RANDOLPH, ADAM RANDOLPH, CH 
RYAN RANKINE, JAMES RANKO, SHARRELL RANN, JOSHUA RANSOM, JONATHAN FUNT, GEOFFREY RANTALA. TONY RANTZ, KALBINDER RANU, JOHN RANZ, LORA RANZ, TED RANZAN, 8HASKAR RAO, NINA RAO, PRAVEEN RAO, RAMESH RAO, RON RAPACHI, FRED RAPAPORT. BRIAN RAPHAEL, DENNIS RAPOPORT, If 
DICKSIE RASK, JOE RASK, ROBERT RASKOWITZ. SHAWN RASMOR, ADAM RASMUSSEN, BEAU RASMUSSEN, DAVE RASMUSSEN, JOE RASMUSSEN, MARK RASMUSSEN, MIKE RASMUSSEN, TIM RASMUSSEN. THOAMS RASMUSSEN, STEWART RASNAKE, TONY RASO. VIGGEN RASSAM, MANJU RASTOGI, AMIT RATANSHI, 
RATLIFF, SETH RATNER, DAVE RATTI, ERSELLE RATTLER, ANAND RATURI, DOUG RAU, VYASA RAU, LORI RAUB, MICHAEL RAUCH, DAVEN RAUCHWERK. DAVID RAUGH. DAVID RAUH, ROBBY RAUKOPS. JASON RAULLI, DAVID RAULSTEN. ADAM RAUN, CARL RAUSCH. ROBERT RAUSCH, JAMES RAUSCHENBERG, VIJAY F 
RAY, CLAYTON RAY, CLARK RAY, DAVID RAY, DAVID RAY, EFREN RAY, HAZEL RAY, HELEN RAY, JERRY RAY, JASON RAY, JAMES RAY, KEITH RAY. KEVIN RAY, KEVIN RAY, LEE RAY, MATTHEW RAY, OMAR RAY, RAPHAEL RAY, SCOTT RAY, WILL1AN RAYA, RAMAKUMAR RAYAS, SCOTT RAYDER, MAX RAYEV, BRADLEY KMT, ULM T IT-rm KM T , ULMKN KMT, UMVIL* PIM T , UMV1U KMT, Ct-KCITI KMT, nMiCL KMT, nCLCKT KMT, JCKKT KMT, JTUUK KMT, JMTVICO KMT. KC1 T M KMT, KCVIPI KMT, KCVITM KMT, IXC KMT, IVIMI mCVV KMT. UiVIMK KMT, KMrrlMLL KMT, TW T I KM T, VVILLIMN KMYM. KMMMKLMVIMK KATAS, TLU I ! KM TUCK, (VIAA KAYfcV, DKAULtT 
REA, REACT, BRAD READ, ROBERT READ. SCOTT READ. STANLEY READ, KATHLEEN READY, DAVID REAGAN, EVAN REAGAN, MAX REAGAN, MICHAEL REAGAN, VICTOR REAL, DIGITAL DSN, KEVIN REALON, CHAD REAM, MICHAEL REAMS, NATHAN REAMS, VINCENT REAMY. CHRIS REANO. MICHAEL REAP, JOHN REA 
RECHTIEN, NEPTALY RECINOS, RICHARD RECK, STEVE RECKUNGHAUSEN, JUSTIN RECKTENWALD, DUSTIN RECORDS. LYNNETTE RECOTR, BRETT RECTOR. BRIAN RECTOR, DANA RECUPITO, DAVID REDA, GENE REDA, MICHAEL REDBORD, MITCHELL REDCAY, BOBBY REDD. DOUGLAS REDO, BRENDA REDDICK, JOHN R 
TIMOTHY REDMON, 8ILL REDMOND, TERRI REDMOND, MARK REE. CAMERON REEB, GARY REEB, BRANDON REECE, CHRISTOPHER REECE, DAVID REECE, BRIAN REED. AL REED, ALEC REED, ANTHONY REED, ANDREA REED, BOB REED, BRADY REED, BRAXTON REED, CHARLES REED, DEAN REED. DANA REED, DONN 
REED, MIKE REED, MARGARET REED, RORY REED, ROSS REED, ROBIN REED, R REED. RYAN REED, ROBERT REED, RICHARD REED, RON REED, STEVEN REED, SHAWN REED, SCOTT REED, SHAWN REED, TIMOTHY REED. TERRANCE REED, TIMOTHY REED, TREY REED. VICKY REED. WILUAM REED, JASON REEDER, MARTY 
ANDY REEVE, BOB REEVES, BARRY REEVES. DARRYL REEVES, DANIEL REEVES, JULIUS REEVES, JAMES REEVES, ROBERT REEVES, ROBERT REEVES, SUSAN REEVES, TURNER REEVES, WILUAM REEVES, CALEB REFT, CESAR REGALADO. ERNIE REGALADO, JOE REGALBUTO, JAN REGAUA. BRIAN REGAN, JAMES REGAN 
COLBY REICH, RONNIE REICH, THOMAS REICH, YOSSI REICH, SAM REICHART, MATTHEW REICHEL, PHILLIP REICHEL, GARY REICHERT, JAMES REICHERT, ALEX REICHERTER. JOSEPH REICHIN, SIMON REICHMAN, MICHAEL REID. ANDREW REID, DAVID REID, ERIK REID, HAROLD REID, J REID, KEVIN REID, MARIO REID, K 

' UHVIU KC1LLT, KCiM KCILLT. KCVIKi KCILLT, IVHILC KCILLT, KUO KCILLT, 11(V1 KCILLT, UHVHJ KCIIV1CK. WKK KCIIV1CK, LAIKA KCIIVICK, MAI I KCIIVICK, KIUKHKU KC1MCK, MIVI KCIIVItK, UAY KCIMCKS, re I tK KtlMCKS. LAKULYN KtINAUI, tKIU KfclNAUn, LltKCK KLINAucL, MAI I KcINUcKub, DAVID KtINtLKt, OHAKLtS KfcINfcl 
REINSTEIN, ROB REIS, JASON REISCH, SEAN REISCHMANN, EMANUEL REISER, NATHAN REISER, TIMOTHY REISER, JORI REISNER. GEOFFREY REISS, JAMES REISS, RUSSEL REISS. A REITER, ARNOLD REITER, BILLY REITER. NATHAN REITSMA, J REITZE. NICK REKATAS, KEITH RELCOSKE, CRAIG RELYEA, BEAU REMALY. EF 
RENEAU, DAVID RENIE, DONALD RENIKER, JOHN RENN, ANTHONY RENNA, MICHAEL RENNE ERNEST RENNER, JON RENNER. MARK RENNIE, JON RENO, DOUGLAS RENSCH, JESSE RENSING, RENE RENTERIA, VICTOR RENTERIA, DOUG RENTIE, DION RENTOS, RODNEY RENTROPE. MATTHEW RENTSCHLER, STEVE RENT 
RESSLER, STEWART RESSLER, MATTHEW D REST, RANDY REST1AN0, MARK RESTIVO, ANTHONY RESTO. RUBEN RESTREPO, WILLIAM RESTREPO, A RETELLE, AARON RETHERFORD, JAMES RET1C, CHAD RETSON, MAX RETTER, DEANE RETTIG, SHAWN RETTIG, CARIN RETZER, QUINTON REUBEN, ERIK REUER, ERIC REUTE 
REYES, IOHAN REYES, JASON REYES, JOSE REYES, JOSE REYES, JUAN REYES. JOAQUIN REYES LOUIE REYES, LENNY REYES. LAURO REYES, MANUEL REYES, ORLANDO REYES, PAUL REYES, RAUL REYES, RICHARD REYES, RICARDO REYES. ROGER REYES. RUBEN REYES. SERGIO REYES. TONY REYES. RAUL REYNA. HEN 
JOHN REYNOLDS, JAMES REYNOLDS, JASON REYNOLDS. KEITH REYNOLDS, LINDA REYNOLDS, LES REYNOLDS, MARK REYNOLDS, MIKE REYNOLDS, MARK REYNOLDS, MICHAEL REYNOLDS, NATHAN REYNOLDS, ROBERT REYNOLDS, RICK REYNOLDS, SCOTT REYNOLDS, SCOTT REYNOLDS, THOMAS REYNOLDS, TODD 
BRIAN RHEE, JOHN RHEE, SAM RHEfc < ES. DAVID RHOADS. ROBERT RHOADS. JOE RHODE, ROBERT RHODE, BRIAN RHODES, BEN RHODES, CHR LARRY RHODES, LUKE RHC 
ANTHONY RICCARDELI, BOB RICCI, GLENN RICCI, KATHY RICCI. THOMAS RICCI, DOROTHY RICCIARDI, WALTER RICCIARDI. MICHAEL RICCIO. ANGEL RICCIONE. CHRISTOPHER RICCO, MICHAEL RICCO, JOHN RICCOBENE, BILL RICE, BILL RICE, CHARLES RICE, CHRISTIAN RICE. DANIEL RICE, DAVID RICE. DAVID RICE, DA 
RYAN RICH, WESLEY RICH, CATHERINE DUVAL. RYAN RICHADS. GEORGE RICHARD, JAMIE RICHARD, JACQUELINE RICHARD, JOSEPH RICHARD, PHILLIP RICHARD, SARAH RICHARD, ADAM RICHARDS, AARON RICHARDS. DARREN RICHAROS, DALE RICHARDS, DAVID RICHARDS, DERRICK RICHARDS. GARRETT RICHARDS, ( 
DANIEL RICHARDSON, JEFF RICHARDSON, JOHN RICHARDSON, MARGARET RICHARDSON, DENNIS RICHARDSON, DAVID RICHARDSON. JAKE RICHARDSON, LOGAN RICHARDSON. JIM RICHARDSON. JUSTIN RICHARDSON, GARY RICHARDSON, JASON RICHARDSON, ROBERT RICHARDSON, JIM RICHARDSON, MICHAEL R 
ANDRE RICHARDSON, BROWNYN RICHARDSON, JASON RICHART. CHRISTOPHER RICHBURG, GEOFF RICHCREEK, JASON RICHERT, BRANDT RICHEY, CARRIE RICHEY, JIMMY RICHEY, KEITH RICHEY, WILLIAM RICHHEIMER. CHUCK RICHMOND, FRED RICHMOND, JEAN RICHMOND, COLE RICHTER, DEVIN RICHTER, ERICH 
RICKETTS, JOHN RICKLEFS, ANN RICKMAN, ROBBY RICKMAN, STEPHEN RICKS, TERRENCE RICKS, ARTHUR RICO, JULIAN RICO, MARIA RICOY, MARK RIDA, JOSEPH RIDALL, RUBEN RIDDICK, CHRISTOPHER RIDDLE, DUSTIN RIDDLE, GARY RIDDLE, JAMIE RIDDLE, CHARLES RIDENOUR, MATT RIDENOUR, STUART RIDEOl 
CHRISTIAN RIEDEMANN, STEVE RIEDMAN, CAROL RIEG, STEPHEN RIEGEL, KEITH RIEGER, ANDREW RIEHL, CHRIS RIEHLE, RALPH RIEL. ZACH RIEL, JOEL RIELY, DAVID RIEMER, STEVE RIEMER, CALVIN RIEN, JAMES RIENDEAU. ED RIENTE, BERNARD RIES, JONATHAN RIES, JONATHAN RIESBECK, ALICIA RIETA, MICHAEL 
RIGHTER, LLOYD RIGLER, ROBERT RIGLER, SEAN RIGNEY, TODD RIGNEY, LISA RIGO, PETE RIGOPOULOS, DAVID RIGSBY, WALTER RIGSBY, ANDY RILEY, BOBBY RILEY, 8RIAN RILEY, BRIAN RILEY, DAVID RILEY, ED RILEY, GAIL RILEY, JAMES RILEY, JAMES RILEY, JENNIFER RILEY, JEFFERY RILEY, KEVIN RILEY, KEN RILEY 
RINDOM, JASON RINEHART, MIKE RINEHART, TERRY RINEHART, JOSHUA RINER, PAMELA RING, JOHN RINGER, RODNEY RINGER, 8RIAN RINGGOLD, CHANDUN RINGGOLD, EMILE RINGGOLD, BLAKE RINGHOLZ, THOMAS RINGKAMP, MIKE RINGLE8EN, RINGLING SCHOOL OF, RINGLING SCH ART DESI, VICENT RIOJAS. SC 
RIOS, VALENTINO RIOS, LEONARD RIOTTO, MIKE RIOTTO, PAUL RIOUX, DARRIN RIPLEY, DARREN RIPLEY. KYLE RIPLEY, MARK RIPLEY, MARILYN RIPLEY, RYAN RIPLEY, ANGEL RIPOLL, JOEL RIPPE, LLOYD RIPPLE, CHRIS RIPPY, ROBERT RISCH, DAVID RISIAGH, JEREMY RISING, MICHAEL RISKO, JOHN RISKORSKI, NICK RISLI 
JEREMY RITTENHOUSE, RITTENHOUSE MARKETING, JOSH RITTER, JAMES RITTER, NEIL RITTER, STEVEN RITTER, TODD RITTER, WAYNE RITTER, DOUGLAS RITTERUNG, CARL RITTMAYER, RODGER RITTS. RONALD RITZ, VICTORIA RITZ, ELIZABETH RIV, RENO RIVALTA, ANTHONY RIVARA, LEE RIVARD, ARMANDO RIVAS, AN 
RIVERA, DYLAN RIVERA DEME RIVERA DOMINIC RIVERA, DAWDRIVERA^ DESTINY RIVERA, EDDIE RIVERAl ELLIOT RIVERA ^FERNANDO RIVERA, FELIX RIVERA. LUIS RIVERA GABE RIVERA HECTOR RIVERA, ISAAC RIVERA JEROMERIVERA, j RIVERA JUAN RIVERA, JOSE RIVERA, JARED RIVERA, JEAN RIVERA, JOSE RIVE 
RIVERA, RAUL RIVERA, RAJAMES RIVERA, RODNEY RIVERA, SCOTT RIVERA, SHIRLEY RIVERA, RAFAEL RIVERO, ANGEL RIVEROS, CHRIS RIVERS, DAVID RIVERS, FRANKLIN RIVERS, THOMAS RIVERS, VICTOR RIVERS, RORI BANKS, RIVERS CATERING, MICHAEL RIVES, MICHAEL RIVET, JAMES RIVIERE, ROBERT RIVIEZZO, U 
ROACH, RICHARD ROACH, RODNEY ROACH, STEVE ROACH, TYSON ROACH, JOHN ROADMAN, FRANK ROAN, JEREMY ROARK, RON ROARK, JOSH ROARKE, SCOTT ROBACKER, JEFF ROBAR, JASON ROBAR, SAMUEL ROBARDS, ANNETTE R08ART, MARTIN ROBASZEWSKI, CARMEN R08AY0, BEAU R08B, CATHERINE R( 
ROB ROBERSON, ROBERT, MATT ROBERT, MICHAEL ROBERT, TIM ROBERT, RUDOLFO ROBERTI, ROBERT MC BRIDE, DON ROBERTORI, ROBERT PAN, HAYDEN ROBERTS, AUSTYN R08ERTS, AARON ROBERTS. AARON ROBERTS, ANDREW ROBERTS. ALLEN ROBERTS, B ROBERTS, BARTON ROBERTS, BRIAN ROBERTS, BENJ 
ROBERTS, JASON ROBERTS, JIM ROBERTS, JIM ROBERTS, JOSEPH ROBERTS, JEFF ROBERTS, JOSEPH ROBERTS, JEFFREY ROBERTS, JESSE ROBERTS. JUSTIN ROBERTS, JOEY ROBERTS, JAMES ROBERTS, J ROBERTS, JOSEPH ROBERTS, JASON ROBERTS, JESSE ROBERTS, KATHY ROBERTS, KENJI ROBERTS, KJEL ROBERTS 
ROBERTS, STEPHEN ROBERTS, TERRY ROBERTS, TONY ROBERTS, TIMOTHY ROBERTS, TODD ROBERTS, THEODORE ROBERTS, WILL ROBERTS, GEOFF R08ERTS0N, BARBARA ROBERTSON, BRANDEN ROBERTSON, CHARLES ROBERTSON, CHAUNCEY ROBERTSON. DAVID ROBERTSON, GAVIN ROBERTSON, HARRISON RC 
TREVOR ROBERTSON, WILEY ROBERTSON, ADAM ROBEZZOLI, MAT R08ICHAUD, PATTY ROBICHEAUX, ANDREW ROBIDOUX, MARK ROBILLARD, PATRICK ROBIN, REGAN ROBINETT. JAMES ROBINETTE, JEFF ROBINETTE, CHRISTOPHER ROBINS, JOEY ROBINS, AARDRON ROBINSON. BURNELL ROBINSON. BRIAN ROBINSON, 
DERRICK ROBINSON, FRED ROBINSON. GARY ROBINSON, GORDON ROBINSON, GLENN ROBINSON, HERCULES ROBINSON, JEREMY ROBINSON, JUUUS ROBINSON, JILL ROBINSON, JILL ROBINSON, JENNIFER ROBINSON, JASON R08INS0N, JEFFREY ROBINSON, JAMES R08INS0N, JEFF ROBINSON, JEFF ROBINSON, J RC 
ROBINSON, MICHAEL ROBINSON, NOAH ROBINSON, NAOMI ROBINSON, POWELL ROBINSON, PETE ROBINSON, RICHARD ROBINSON. RUSSEL ROBINSON, RONALD ROBINSON, STEVEN ROBINSON, SCOTT R08INS0N. SHAWN ROBINSON, SHAFFER ROBINSON, TIERE ROBINSON. TRISTAN ROBINSON, VERNON ROBINSON, 
L ROBSON, ROBY, MARTIN ROBY, JORDAN ROC. JASON ROCCA, R ROCCA, A ROCCO, FRANK ROCCO. JESSE ROCCO, STUART ROCH, ERIK ROCHA, RICHARD ROCHA, ERIC ROCHE, JOHN ROCHE, MICHAEL ROCHE, MICHAEL ROCHE, STEPHEN ROCHE. TERRY ROCHE, CHARLES ROCHELLE, CARL ROCHELLE, DAMIEN ROC 
LARRY ROCKWELL, RONALD ROCKWOOD, THOMAS RODANO, WERNER RODAS, DAN RODDY, KYLE RODE, PETE RODE, GLEN RODEBUSH, JOHN RODEGEDTS, JUSTIN RODEN, A RODENBECK, MARC RODENHABER, HAROLD RODENHAUSEN, HOWARD RODENSTEIN, SEAN RODER, LANCE RODERICK, BRADLEY RODGERS. 
JOANA RODRIGU, BRETT RODRIGUE, DONALD RODRIGUES, WAINE RODRIGUES, MARTIN EMA, ALEX RODRIGUEZ, ANTONIO RODRIGUEZ, ALBERTO RODRIGUEZ, ANGEL RODRIGUEZ, ALEXANDER RODRIGUEZ, ALBERTO RODRIGUEZ. ANDRES RODRIGUEZ, ANGELO RODRIGUEZ, AARON RODRIGUEZ, ALFIE RODRIGUEZ. ALE) 
RODRIGUEZ. ELSA RODRIGUEZ, ELMER RODRIGUEZ, EVO RODRIGUEZ, ERNEST RODRIGUEZ, ELIO RODRIGUEZ, EDDIE RODRIGUEZ, ENRIQUE RODRIGUEZ, FRANCISCO RODRIGUEZ, FRANK RODRIGUEZ, FRANKLYN RODRIGUEZ, GREGORY RODRIGUEZ, GEORGE RODRIGUEZ, GREGORIO RODRIGUEZ, HUMBERTO RODRIGUEZ, H 
JOHN RODRIGUEZ, JOSE RODRIGUEZ, JOHNNY RODRIGUEZ, LUIS RODRIGUEZ, LOUIS RODRIGUEZ, LUIS RODRIGUEZ, LENA RODRIGUEZ, LOUIS RODRIGUEZ, LUIS RODRIGUEZ, MIGUEL RODRIGUEZ, MANUEL RODRIGUEZ, MIGUEL RODRIGUEZ, MOISES RODRIGUEZ, MIGUEL RODRIGUEZ, MICHAEL RODRIGUEZ, NINO RODRIGU 
RODRIGUEZ, RICARDO RODRIGUEZ, RENE RODRIGUEZ, RUBEN RODRIGUEZ, ROBBIN RODRIGUEZ, ROLAND RODRIGUEZ, TONY RODRIGUEZ, TOM RODRIGUEZ, TREY RODRIGUEZ, TERTULIANO RODRIGUEZ, VINCENT RODRIGUEZ, VICTOR RODRIGUEZ, VICTOR RODRIGUEZ, WILUAM RODRIGUEZ, WILLIAM RODRIGUEZ, STEVE I 
AUDREY ROETTGERS, PAUL ROEVER, SHELVA ROGAN, JOSEPH ROGEL, ANDRE ROGERS, ASHLEY ROGERS, ANTHONY ROGERS, ANTHONY ROGERS, BENGAMIN ROGERS, BRANDON ROGERS, BRIAN ROGERS, BRAD ROGERS. BRIAN ROGERS, CAROLYN ROGERS, CORY ROGERS, CEDRIC ROGERS. DAVID ROGERS, DWAYNI 
ROGERS, PATRICK ROGERS, RYAN ROGERS, RICH ROGERS, RON ROGERS, RANCE ROGERS. RODERICK ROGERS, RALPH ROGERS, RICK ROGERS, RYAN ROGERS, RUSSELL ROGERS, SHANE ROGERS, SUSIE ROGERS, SEAN ROGERS, SAMUEL ROGERS, SHANE ROGERS, STEPHEN ROGERS, TONY ROGERS, TOM ROGERS, TORI 
TAPIE ROHM, JOACHIM ROHN. BRADLEY ROHR, PATRICK ROHR, GARY ROHRBOUCK, IMR ROHRI, CHRIS ROHRIG, BRETT ROHRING, ANDREW ROIN, ALEX ROJANO, KUNAPAN ROJAREKPAICHIT. FRANK ROJAS. FAIBER ROJAS, RICARDO ROJAS, STEVE ROJAS, TONY ROJAS, ROGER ROJO, DEREK ROJOHN, CRAIG ROKER, B 
ROLUNSON, JOHN ROLLIS, CRAIG ROLLISON. RUDY ROLLO, THOMAS ROLLO, JUAN ROLON, GERALD ROLPH, MICHAEL ROLPH, BRAD ROLTGEN, ITAI ROM, ARI ROMAIN, TED ROMAINE, VIC ROMAKER, ANIBAL AND NICKY ROMA, DIANE ROMAN, JESSICA ROMAN, JEFF ROMAN, JONATHAN ROMAN, JOHN ROMAN, JEFF Rl 
ROMANO, JOSEPH ROMANOSKI, WILLIAM ROMANOSKI, JAUIER ROMAU, KEITH ROMBLEY, RONALD ROME, DAN ROMEO, JOHN ROMEO, ANA ROMERO, ANGEL ROMERO, ANTONIO ROMERO, CHRISTOPHER ROMERO, ENRIQUE ROMERO, ERWIN ROMERO, EDDIE ROMERO, FEUX ROMERO, FA8IAN ROMERO, JERRY ROME 
VISHAL RONEY, RON FRANKEL MGM INC, MIKHAIL RONKIN, CHAD RONNING, RYAN RONQUILLO, ELLIS RONTA, DAN ROOD, ALEX ROODE, JEFF ROOK, FRANK ROOKE, BEN ROONEY, DANIEL ROONEY, PATRICK ROONEY, ROBERT ROONEY, THOMAS ROONEY, ED ROOP, JEFF ROORDA, DAVE ROOS, KARL ROOSA, HENGA 
MARIA ROSA, CAROLS ROSADO, ELIZABETH ROSADO, FERNANDO ROSADO, JORGE ROSADO, DAVID ROSALER, ANGEL ROSALES, LINDA ROSALEZ, ART ROSALIES, EDWARD ROSARIA, ALEX ROSARIO, FNANCY ROSARIO, JONATAN ROSARIO, JONATHAN ROSARIO, JUAN ROSARIO, JORGE ROSARIO, JIMMY ROSARIO, MOI! 
ROSE, BRIAN ROSE, BETH ROSE, BRADLEY ROSE, 8ARRY ROSE, BENNIE ROSE. COREY ROSE, CHRISTOPHER ROSE, CLARK ROSE, DOUGLAS ROSE, DUSTIN ROSE, ERIK ROSE, HOWARD ROSE, IAN ROSE, JIM ROSE, JONATHON ROSE, JOHN ROSE, J ROSE, JANET ROSE. JOSHUA ROSE, JO ROSE. JUSTIN ROSE, JANET ROS 
ROSEBERRY, ANDY ROSEBROCK. H ROSEFF, MICHAEL ROSEFIELD, MARCO ROSELLA. ROMEL ROSELLO, JASON ROSEMOND, ROSEN, BILL ROSEN, DAVID ROSEN, ERIC ROSEN, EUZABETH ROSEN, ELKIE ROSEN. GREGGIE ROSEN, GERALD ROSEN, JAMES ROSEN. MARTIN ROSEN, MEYER ROSEN, MARGE ROSEN, NESHY R( 
ROSENBERG, MONICA ROSENBERG, ROBERT ROSENBERG, RICHARD R0SEN8ERG, P ROSENBERRY, JACOB ROSENBLATT, JAMIE ROSENBLIT. DAVID ROSENBLOOM, JOHN ROSENBLUM, LEIGH ROSENBLUM, MARA ROSENBLUM, ROSEANNE ROSENBLUM, JUSTIN ROSENBOOM, KEVIN ROSENBURG, MATHIAS ROSENFELD, 
SHAWN ROSENTHAL, SAM ROSENTHAL, TED ROSENWASSER, SETH ROSENZQEIG, PAUL ROSES, JONATHAN ROSETE, BARRY ROSETTE, TROY ROSHON, GREG ROSIC, JUSTIN ROSIN, RICHARD ROSIN, FRANK ROSING, RICK ROSINSKI, BRANDON ROSKA, MICHAEL ROSKELL, RICHARD ROSLAN, SHANE ROSLIN, WAYNE RC 
JOSH ROSS, JEFF ROSS, JEFF ROSS, LEE ROSS, MATTHEW ROSS, MARCUS ROSS, NICK ROSS, ROBERT ROSS, ROBBY ROSS. RYAN ROSS, RICK ROSS, RAYMOND ROSS, RENARD ROSS, SAM ROSS, STELLA ROSS, THOMAS ROSS, TIM ROSS, THOMAS ROSS, WESLEY ROSS, ZACHERY ROSS, MARK ROSSE, ERNIE ROSSEAU. 
ROTH, JOHN ROTH, JACOB ROTH, JONATHAN ROTH, LAURENCE ROTH, MICHAEL ROTH, PEARL ROTH, RICHARD ROTH, RANDY ROTH, TAMI ROTH, LOIS ROTHBERG, MARTIN R0TH8ERG, STANLEY ROTHBERG. JASON ROTHENBERGER, SALLY ROTHENBERG, MILDRED ROTHENBERG, ADAM ROTHENBERG, LAWRENCE R( 
ROTTMIND, SERGIO ROTUNOO, STEVE ROUCH, NICK ROUECH, JEFFERSON ROUGEAU. MATT ROUGH, JOHN ROUGHTON, JEFF ROUGVIE. MARY ROULEAU, ROBERT ROULEAU, SEAN ROULIER, CHRIS ROUNDER. BRANDON ROUNDTREE, KATHRYN ROURICK, AARON ROURKE, MATT ROURKE, AARON ROUSE, CLAYTON RC 
ROUT, NICK ROUTER, CHARLES ROUTH. RONALD ROUTH, AARON ROVINETTE, NELSON ROVIRA. RODD ROWALT, AARON ROWAN, STEVEN ROWAN, TROY ROWAN, BERNARD ROWANS, CHANCE ROWE, EDDIE ROWE, JEREMY ROWE, JASON ROWE, JAMES ROWE, KENNETH ROWE, KYLE ROWE, RAYMOND ROWE, RICHAI 
BEN ROY, COURTNEY ROY. DAN ROY, DONALD ROY, JEFFREY ROY, JOHN ROY, JOHN ROY, KEN ROY, PAULA ROY, ALONZO ROYAL, CARMEN ROYAL, JOHN ROYAL KEN ROYAL, R ROYAL, BEN ROYANDOYAN, CHARLES ROYE, HEATH ROYER. PEDRO ROYER, WILUAM ROYER, ZACH ROYER, EDUARDO ROYES, GLEN ROY 
RUBENFIELD, DAN RUBENS, NICK RUBENSTEIN, THOMAS RU8ENSTEIN, MARK RUBEO, ANDY RUBIN, ALEX RUBIN, BENJAMIN RUBIN, CARRIE RUBIN, DAVID RUBIN, DANIEL RUBIN, GEORGE RUBIN, JEFF RUBIN, JOSEPH RUBIN, JULIUS RUBIN, JUUE RUBIN, MICHAEL RUBIN, STANLEY RUBIN, STEPHEN RUBIN, ANTHONY 
LEE RUDIN, DAN RUDMAN, BILL RUDNICKAS. STEVE RUDOLFSKY, ALVIN RUDOLPH. CASEY RUDOLPH. DAVID RUDOLPH, GEORGE RUDOLPH, NICK RUDOLPH, ROB RUDOLPH. CONRAD RUDY, RAE RUDY, TODD RUECKER, TODD RUECKER, BILLY RUEL, ANDREW RUELAS, TERRY RUELOS, CHRIS RUEMMLER, ANDREW RUES: 
MIKE RUGGLES, BRIAN RUH, LAWRENCE RUH, SAM RUHE, RYAN RUHGE, JOHN RUHLMAN, RICHARD RUHNKE, LORENZO RUIA, ROBIN RUINSKY, KEVIN RUITHEN, CARLOS RUIZ, CESAR RUIZ, DANIEL RUIZ, DORIS RUIZ, EUGENIO RUIZ, ELISEO RUIZ, FERNANDO RUIZ. FRANK RUIZ, JOSE RUIZ. JOSE RUIZ, JORDAN RUIZ, LIZI 
RUNDHAUG, LA RUNDIDGE, MARK RUNDLES, JOSEPH RUNGE, SETH RUNION, DUSTIN RUNNELS, JASON RUNNFELDT, SCOTT RUNNUE. LEON RUOCCO, ANTHONY RUOPOU, PAUL RUPCIC, DANIEL RUPLEY, ANDY RUPNICK, REED RUPNICK, ERIC RUPP, MIKE RUPPEL, KEVIN RURKA. DONNY RURY, RURY STYLES, DAVID R 
TRACY RUSIN, STEPHEN RUSINKO, ROBERT RUSK. LANCE RUSOFF. ANDREW RUSS, TERRANCE RUSS, ADAM RUSSELL. BERNIE RUSSELL, BRAD RUSSELL, BRENT RUSSELL, CHARLES RUSSELL, CHRIS RUSSELL, DOUGLAS RUSSELL, DANIEL RUSSELL, DANIEL RUSSELL, DAVID RUSSELL, DERRICK RUSSELL, ERIK RUSSELL, I 
RUSSEY, C RUSSO, ERIC RUSSO, JAMES RUSSO, JOSEPH RUSSO. LOUIS RUSSO, MICHAEL RUSSO, MARK RUSSO, SCOTT RUSSO, STEVEN RUSSO, THOMAS RUSSO, DAVID RUST, KRIS RUST, MEUSSA RUST, M RUSTEIN, JAMES RUSZCZYK, JOE RUSZKIEWICZ, RICH RUSZKOWSKI, GREG RUTH, JOSHUA RUTH, LEE RUTH, 
RUTLEDGE, MATTHEW RUTTA, MAH RUTTEDGE, JEREMY RUTZ, SCOTT RUUD, FRANCENE RUVALCAVA, DENNIS RUVOLA, MICHAEL RUXTON, TIM RUYMEN, BRANDON RUYTEN, ROBERT RUZAL, ADAM RYAN, BARBARA RYAN, BILL RYAN, BLAKE RYAN, CHRISTOPHER RYAN, DAVID RYAN, EDWARD RYAN, FREDERICK 
RYBACKI, KYLE RYBAK, PHILIP RYBIN, SCOTT RYBOLT, SAM RYCE, RANDY RYDBERG, JEROME RYDELL, DENISE RYDEN, ERIK RYDEN, JEFF RYDER, TIM RYDER. JOE RYGELSKI, RON RYKALSKY, RYAN RYMAL, DUB RYNER, JAY RYNESS, JOHN RYNKEWICZ, BONNIE RYSAVY, CHANG RYU, MARK RZASA, PETER RZEMINSKI 
RUSSELL SABLAD, ROBERT SABLAN, RALPH SABLAON, JEREMY SABO, PHIUP SABO, PETER SABOL, ZACHARY SABRI, RICHARD SACCENTI. PHIL SACCHETTI, JIM SACCONE, A SACE, MEENA SACHDEUA, TOM SACHEN, CURTIS SACHS. CRAIG SACHS, DAVID SACHS, JUSTIN SACHS, FRANK SACINO, MATTHEW SACKEL, J 
SADLOCHA, JAKUB SADOWINSKI, JOSEPH SADOWSKI, KRISTINA SADUR, MOHAMED SAEED, BOONTAM SAENGOY, ALEX SAENZ, DAVID SAENZ, JOEL SAENZ, RAYMOND SAENZ, BILL SAEZ, NOEL SAEZ, JOEY SAFFO, NATHAN HONE, BOB SAFIR, ROBERT SAFKA, JOHN SAFLARSKE, DAN SAFREED, BRIAN SAGAN, JOHN 
DARNELL SAILES, DAVE SAILING, JAMES SAILORS, JAIRAJ SAINANI, RUSSELL SAINE, KARLEB SAINTE, MARIE SAINTVIL, ERICK SAIS, ALBERT SAISHO, DAVID SAITO, JON SAITO, SHOTARO SAITO. SUSUMU SAITO, TSUNEYO SAITO, DAN SAITTA, MICHAEL SAJI. RANI SAJNANI. ROBERT SAK, YUICHI SAKAGUCHI, DAMON S 
SALABRITAS, FADY SALAMA, ALEXANDER SALAMON, JAY SALAMON, PAUL SALAMONE, FERDINAND SALAS, ISRAEL SALAS, KENNETH SALAS, OSWALD SALAS, STEPHEN SALAS, ANGEL SALAZAR, FRANCIS SALAZAR, HECTOR SALAZAR, JUAN SALAZAR. JIMMY SALAZAR. RAMIRO SALAZAR, JEFFREY SALCE, MIGUEL ! 
JOSEPH SALERA. STEVE SALERA, FRANCIS SALERNO, LAURA SALERNO, LOU SALERNO, MICHAEL SALERRO, 0 SALERY, ALAN SALG, GLORIA SALGADO, MARTIN SALGO, STEVEN SALGO, FEDERICO SALGUERO, JOE SALHAB, NABIH SALIBA, AZAT SALIKHOV, BRANDON SALINAS, JONATHAN SALINAS, JOHNNY SALINAS, 
C AND M SALTER, ELIZABETH SALTER, ERIC SALTZEN, ERIC SALTZMAN. ERROL SALTZMAN, JEREMY SALTZMAN, FERDINAND SALUD, BEN SALUTI, DONOVAN SALVADOR, CLAUDIA SALVADORE, TYLER SALVAGE, DANIEL SALVAGNO. ENRICO SALVATO, LUCAS SALVATORE, M SALVATORI, GREG SALVATORIELLO, HENRY 
SAMEK, CAL SAMEK. RAMIN SAMIMI, NANCY SAMMIS, JOHN SAMMON. KEVIN SAMMON, DEXTER SAMMONS, JAI SAMMONS, RAEMOND SAMMONS, GREG SAMOLIS, BRIAN SAMORA, STEVEN SAMOSKY, PAUL SAMP, TUSHAR SAMPAT, GUY SAMPLE, JEREMY SAMPLE, JAMES SAMPLE, RON SAMPLE, ZAK SAMP' 
SAMUELSEN, ERIC SAMUELSON, IRMADELL SAMUELSON, MARSHALL SAMUELSON, PHIL SAMUELSON, JESUS SANABRFIA, ENRIQUE SANABRIA, HERI8ERT0 SANA8RIA, OMAR SANABRIA, JONATHON SANBORN, JOSH SANBORN, SCOTT SANBURN, CHRISTOPHER SANCHE, AARON SANCHEZ, ALBERT SANCHEZ. AUSEN 
CAM/.UC cAM/.ur, imc.M-uc -- SANCHEZ, RUDY SANCHEZ, RICHARD SANCHEZ, RON SANCHEZ, RICARO SANCHEZ, JOE SANCHEZ, JEFF SANCHEZ, LEONARD SANCHEZ, MSTR SANCHEZ, MIKE SANCHEZ, MANUEL SANCHEZ, MICHAEL SANCHEZ, MIGUEL SANCHEZ, MARK SANCHEZ, MARCO SANCHEZ, MOISES SANCHEZ, NICHOLAS SANCHEZ, Oi__ 
SHANE SANDBERG, JOSH SANDEFUR, L SANDELL, MARK SANDER, ROBB SANDER, ALAN SANDERS, ARTHUR SANDERS, BRENT SANDERS, BILLY SANDERS, BRYAN SANDERS, 8RADLEY SANDERS. BRENT SANDERS, CHRISTOPHER SANDERS, ACCT SANDERS, DYLAN SANDERS, GEFF SANDERS, JOSHUA SANDERS, JAME 
SANDERS, TOM SANDERS, TIMOTHY SANDERS, ZACK SANDERS, COREY SANDERSON, DEREK SANDERSON, GENE SANDERSON, KEITH SANDERSON, LANA SANDERSON, MARK SANDERSON, SHARON SANDERSON, WM SANDERSON, PAUL SANDHOLM, JASPI SANDHU, KANWAUIT SANDHU, SUNNY SANDHU, UZMA ! 
EVAN SANDS, DAVID SANDS, GLENDA SANDS, KEVIN SANDS, LORI SANDS, DAVE SANDSTROM, SCOTT SANDVIG, SAM SANDY, NATHANIEL SANDYS, MARK SANFELICE, MARGARITA SANFELIZ, FRANK SANFIEL, SHAWN SANFILIPPO. BILL SANFORD, CRAIG SANFORD, STEVE SANFORD, WES SANFORD, RAHUL SANGAL 
BETTY SANO, PIERRE SANON, KERRI SANPIETRO, MORGAN SANSBURY, WALTER SANSOM, MATTHEW SANSONE, SANTA MARIA PUB UB, SONNY SANTAMARIA, TONY SANTAMARINA, ALBERTO SANTANA, ANTHONY SANTANA, FRANK SANTANA, HECTOR SANTANA, JOSE SANTANA, JIMMY SANTANA, JULI SANTANA, 
ALEX SANTIAGO, ALFONE SANTIAGO, ARTURO SANTIAGO, ANTHONY SANTIAGO, AURELIO SANTIAGO, BRYAN SANTIAGO, CHRISTOPHER SANTIAGO, EDWIN SANTIAGO, ENRIQUE SANTIAGO, EDGAR SANTIAGO, GIOVANNI SANTIAGO, JUSTIN SANTIAGO, JULIO SANTIAGO. JOSE SANTIAGO, MARTLIN SANTIAGO, MARC 
DAVID SANTORO, EUGENE SANTORO, JOSEPHINE SANTORO, FAMILY SANTOS, LUIZ SANTOS. ANGEL SANTOS, ASHLEY SANTOS, ANTHONY SANTOS, BRYAN SANTOS, 8RIAN SANTOS, GUILLERMO SANTOS, GEORGE SANTOS, JONATHAN SANTOS, JOSHUA SANTOS, JOSEPHINE SANTOS, KRIS SANTOS, MATTHEW SANT 
TYLER SAPP, HAROLD SAPPER, DMITRY SAPSAY, MICHAEL SAPTHAVEE, ELISABETH SARACHMA, RAYMOND SARAH, LAUREEN SARAMAK, SANDRO SARANG, ERIK SARAS, STEPHEN SARASIN, GILBERT SARASPI, JOTHI SARATHY, FRANK SARBER, PRATIBHA SAREEN, JOE SARENY, C SARETTO. BRIAN SARGEANT, ALE> 
SARRAN, DAN SARRELS, MICHAEL SARTAIN, CRAIG SARTOR, PATRICE SARTOR, JOHN SARTORI, KEVIN SARTORI, GREGG SARUWATARI, EVAN SARVER, TALAL SARWANI, ROCKY SASABONE, CARL SASAKI, MOTOKAZU SASAKI, TOMOKO SASAKI, WASHITO SASAMOTO, JEFF SASASUWAN, GARY SASMOYAN PETER SASC 
DAVE SATTERLEE, PATRICK SATTERWITE, JAMES SATTIEWHITE, MARCUS SATTLER, RANGANATH SATYAN, MITCHELL SATZ, CYNTHIA SAUBER, GREGG SAUBER, HARRY SAUCEDA, DAVID SAUCEDO, DUANE SAUCERMAN, TOM SAUCIER, JOHN SAUER. DAVID SAUINER, MICHELLE SAUL, LESA SAULNIER, HARRISON SAI 
SAUNDERS, JOEY SAURE. DANIEL SAUREZ, GARY SAURMAN, PHILIP SAURMAN, BRIAN SAUSSE, ZACH SAVAGA, ANTHONY SAVAGE, BRYAN SAVAGE, CHARLES SAVAGE, CYNTHIA SAVAGE, DON SAVAGE, EDWARD SAVAGE, GRANTED SAVAGE, JAMES SAVAGE, JOHN SAVAGE, JAKE SAVAGE, JOHN SAVAGE, JAMES Sfi 
RAJEN SAVJANI, BARET SAVOIE, CORY SAVOY, SPENCER SAWA VIRAWAT SAWATDI, YOLANDA SAWAYA, RICK SAWCZAK, DARREN SAWGSTER, JASMINE SAWHNE, FRANK SAWICKI, GERARD SAWICKI. JOAN SAWICKY, CONRAD SAWICZ, JASON SAWTELLE. BENJAMIN SAWYER, DAVID SAWYER, JOHN SAWYER MICHA ACAOCAm >i»ceD»,n eTVKTxeo.u.. o.imje,-.c. r... r^.rr «*!«>».« ■» . ert C-/-A., r.K, AAm,™,,, --- --- SCANNIELLO DAVID SCANTLEBURY N SAYRE, OSCAR SAZO, MIKE SBAILO, SCOTT SBIHU, RALPH SCAFA, SAM SCAFF, JOHN SCALES, BREN SCALF, NICK SCALIA, JOSEPH SCALLON, LEO SCALLON, ANTHONY SCALZO, ANTHONY SCAMARDO, RICHARD SCAMPINI, MARJORIE SCANLON, FREDERICK SCANNAPIEC, A____ 
JOSEPH SCAVO, MIKE SCAVULU, BEVERLY SCAWAM, JESSE HANSON SCDC2433, JACKSON SCHA MICHAEL SCHACHTER, JASON SCHACKAI, JEFFREY SCHAEFER, JERIEL SCHAEFER, MICHAEL SCHAEFER, THOMAS SCHAEFER, TIM SCHAEFFER, MATTHEW SCHAEFFER, MICHAEL SCHAEFFER, ARTHUR SCHAFER, BRAD 
JONATHAN SCHALLACK, JOHN SCHALLER. SCOTT SCHALLER, DARLENE SCHALMO, T SCHALTER, ANN SCHANEN, SCOTT SCHAPER, ALBERT SCHARA, ERIC SCHARF, ETHAN SCHARF, JEFF SCHARFENBAG. DAVID SCHARGEL, HOWIE SCHARGEL, JASON SCHARL, KEVIN SCHATZ, SCOTT SCHATZ. TRAVIS SCHAU, CHRISTC 
DAVID SCHEERINGA, CHRISTOPHER SCHEFFLER, DANIEL SCHEID, PHILIP SCHEIDBACK, BRANDON SCHEIDER, ANDY SCHEIDL, ALAN SCHEIDT, JOHN SCHEIE, ALBERT SCHEIFLA, DEREK SCHEIHING, BRYAN SCHEINER, DAVID SCHELL, DAVID SCHELL, KASS SCHELL, MARK SCHELL, SARA SCHELLER, KENNETH SCHELLH/ 
GEORGE SCHERMER. STEVE SCHERPENBERG, JOSHUA SCHERR, REU SCHERT, ERIC SCHERTZER, SAM SCHETTER, KENNETH SCHETTIG, PATRICK SCHEUFLER, JESSE SCHEWE, AMBER SCHIADA, PAUL SCHIAVO, STEPHEN SCHIAVO, TONY SCHIAVONE, TOM SCHIBI, LARRY SCHICK, STEPHEN SCHICKLER, P SCHIEL. ERICK 
DUSTIN SCHILLING, JACOB SCHILUNGER, MICHAEL SCHILLING, RICHARD SCHILUNG, TRAVIS SCHILLING, THOMAS SCHILLING, NED SCHILLOW, JEREMY SCHILS, JOHN SCHILTZ, JEFF SCHIMELMAN, CURT SCHIMMEL, SHARON SCHIMMEL, ROBERT SCHIMOLER, MICHAEL SCHIMPF, CORY SCHINDLER, DUSTIN SCHINDLEF 
SCHLEIDER, STEWART SCHLEIN, JOHN SCHLENKER, MAURICE SCHLESINGER, JOSHUA SCHLESINGER, AARON SCHLESINGER, ALAN SCHLESSMAN, DONNA SCHLEYER, JEFF SCHLICHT, SUSAN SCHUCKER, DAVID SCHUESSER, P SCHLIMGEN, PETE SCHUNGER, MARTIN SCHLISSEL. SANFORD SCHLITT. RYAN SCHLITZ, BF 
MARTY SCHMERR, ANDY SCHMERSAHL, DANIEL SCHMETTER, FREDERICK SCHMI, ANITA SCHMICK, GREG SCHMID, JOHANN SCHMID, TERRENCE SCHMID, GEERT SCHON, MAGGIE SCHMIDULN, RYAN SCHMIDLIN, ANDY SCHMIOT, BILLY SCHMIDT, BRANDON SCHMIDT. CHRIS SCHMIDT, DEBBIE SCHMIDT, DAVID SCHMI 
SCHMIDT, JERRY SCHMIDT, LAURA SCHMIDT, MIKE SCHMIDT, MICHAEL SCHMIDT, MICHAEL SCHMIDT, MICHAEL SCHMIDT, MATTHEW SCHMIDT, PAUL SCHMIDT, ROBERT SCHMIDT, ROSEMARIE SCHMIDT, ROBERT SCHMIDT, RYAN SCHMIDT, RUSSELL SCHMIDT, SEAN SCHMIDT, WILLIAM SCHMIDT, RONALD SCHMIEDE 
SCHMITTEL, KRISTIN SCHMITTEL, ROXANE SCHMITTING, BRETT SCHMITZ, GINA SCHMITZ, GARY SCHMITZ, RICHARD SCHMITZ, JONATHAN SCHMOLL, JASON SCHNABEL, J SCHNATHORST, SCOT SCHNEEBELI, JOY SCHNEER, DAVE SCHNEFKE, STEVE SCHNEGGENBURGER, ALAN SCHNEIDER, BRUCE SCHNEIDER, BILL 
JOSEPH SCHNEIDER, JOEL SCHNEIDER, JACOB SCHNEIDER, JOE SCHNEIDER, KURT SCHNEIDER. KRIS SCHNEIDER, LARRY SCHNEIDER, ULINAE SCHNEIDER, MILDRED SCHNEIDER, MARC SCHNEIDER, SASCLA SCHNEIDER, TROY SCHNELL, TODD SCHNELL, CRAIG SCHNELLE, BRETT SCHNEPF, LARRY SCHNERR, DARYL SCI 
RON SCHOEBER, KARL SCHOEN, STEVE SCHOEN, THOMAS SCHOENAUER, KARL SCHOENBERGER, SCOTT SCHOENBERGER, JOHN SCHOENECKER, MELVIN SCHOENING, ALBERT SCHOENSTEIN, WILLIAM SCHOERNER, CHRIS SCHOETTLER, SCH OF COMM ARTS, STEPHEN SCHOFFSTALL, DUSTIN SCHOFIELD, DAVID SCI 
BURRELL SCHOLL, RYAN SCHOLL, RYAN SCHOLL, ROBERT SCHOLLY, FREDERICK SCHOLZ, ROB SCHOLZ, JEFFERY SCHOMAY, HARVEY SCHONAUER, BRET SCHONDELSON. ROBERT SCHONFISCH, AARON SCHONHOFF, OCHOA SCHOO, NORBERT SCHOOFS, ROGER SCHOOLCRAFT, RICH SCHOOLEY, CRAIG SCHOONOVE 
CHAD SCHOTT. MICHAEL SCHOTT, PHILIP SCHOTT, BRDLEY SCHOTTEL, JEFF SCHOTTLER, SCOTT SCHOWENGERDT, JEFFREY SCHRAB, STEVEN SCHRAB, CHIEKO SCHRADER, JIM SCHRAM, KARL SCHRAM, VIRGINIA SCHRAMM, DAVID SCHRAUDT, GREG SCHRAUFNAGEL, STEVE SCHREAUTH, AARON SCHREIBER, BRIAN 
SCHREIER, TIM SCHREIER, KEVIN SCHREINER, LOUIS SCHREINER, PAUL SCHREITER, WILLIAM SCHRICKEL, ERIC SCHRIEBER, LOU SCHRIER, STEVEN SCHRIVER, RUTH SCHROBACK, CHRIS SCHROBILGEN, AARON SCHRODER, BROOKE SCHRODER, JEFF SCHRODER, RYAN SCHRODER, WILLIAM SCHRODER, ERIC SCHROE 
SCHROM, KEVIN SCHROTENBOER, KRISTA SCHROTH, CRAIG SCHUBERT, RONALD SCHUBERT, CLIFFORD SCHUCHART, DANIEL SCHUCHART, ALFRED SCHUCK, JUSTIN SCHUELKE, JOHN SCHUEPBACH, DOUGLAS SCHUERMAN, GIL SCHUESZLER, MICHAEL SCHUETZ, JAMES SCHUFF, ADAM SCHUG, CHRISTOPHER SCHU 
SCHULMERICH, CHRISTOPHER SCHULT, CARLOS SCHULTE, DAVID SCHULTE, GREGORY SCHULTE, JAMES SCHULTE, STEPHEN SCHULTE, ADAM SCHULTES, ANDY SCHULTZ, ADAM SCHULTZ, AARON SCHULTZ, CHRISTOPHER SCHULTZ, CHRIS SCHULTZ, GEORGE SCHULTZ, JAMES SCHULTZ. JOE SCHULTZ, JAS SCHULTZ, M/ 
SCHULTZ, RICK SCHULTZ, RON SCHULTZ, TROY SCHULTZ, WILLIAM SCHULTZ. BENJAMIN SCHULZ. ROBERT SCHUMACHER, DAVID SCHUMACHER, KRIS SCHUMAKER, FORREST SCHUMALHFN, ALAN SCHUMAN, KARL SCHUMANN. SEAN SCHUR, MIKE SCHURB. MARK SCHURER, MATHEW SCHUSTER, ROBERT SCHUSTER 
DAVID SCHWAGER, ROBBY SCHWALB, WALTER SCHWALB. PAUL SCHWANGLER, CHRIS SCHWANKE, DANIEL SCHWANKE, ALAN SCHWARTZ, ABIGAIL SCHWARTZ, ANNIE SCHWARTZ, BRETT SCHWARTZ, BRETT SCHWARTZ, BRAD SCHWARTZ, DAVID SCHWARTZ, DAVID SCHWARTZ, DONALD SCHWARTZ, DANIEL SCH' 
SCHWARTZ, MIKE SCHWARTZ, MARC SCHWARTZ, STEVE SCHWARTZ, ZACK SCHWARTZ, ZACH SCHWARTZ, JIM SCHWARZ, KEN SCHWARZ, KEN SCHWARZ, MIKE SCHWARZ, MATT SCHWARZ, DAVID SCHWARZEL, S SCHWARZENBACH, MICHAEL SCHWASS, JOSEPH SCHWED, ROBERT SCHWEER, MATT SCHWEIGER, ! 
SCHWIETZER, ROD SCHWINT, CAMERON SCHWOEGLER, JOSEPH SCHYLANDER, MICHAEL SCIABA, KEN SCIABARAS, RICHAEL SCIACOVELLI, MARK SCIALABBA, ANDREW SCIAMANNA, VINNIE SCIANICALEPOR, RON SCIARRILLA, PAUL SCIBRAN, SCIENCE STLTE, MICHAEL SCIKKOTTO, ANTHONY SCIME, MIKE SCINTO, FR 
ANDREW SCOTT, BRIAN SCOTT, CLAYTON SCOTT, CARL SCOTT, CHRIS SCOTT, CARLOS SCOTT. CHAD SCOTT, CHRIS SCOTT, DAN SCOTT. DERRICK SCOTT, DOREEN SCOTT, DENNIS SCOTT, FRED SCOTT, GARY SCOTT, GERARD SCOTT, JOHN SCOTT. JON SCOTT, JOHN SCOTT, J SCOTT, JOHN SCOTT, JOSEPH SCOTT, JA 
SCOTT, RONNIE SCOTT, RANDY SCOTT, RONNIE SCOTT, STEVE SCOTT, SHANE SCOTT, TYLER SCOTT, THOMAS SCOTT, TRACY SCOTT, TYRONE SCOTT, TIM SCOTT, TONY SCOTT, WES SCOTT, WILBERT SCOTT, JOSEPH SCOTTI, OLIVER SCOTTING. JOHNSON SCOTTLAND, ETHEL SCOTTO, JOHN SCOTTON. SCOTTS SUPE 
SEABRIGHT, RONALD SEABRON, ROBERT SEAHOLM, SHANE SEAL, A SEALS, BRANDON SEALS, MONTE SEALS, CHARLES SEAMAN, JASON SEAMAN, THOMAS SEAMAN, MOORE SEAN, JAMES SEANEY, ROGER SEARCH, MARC SEARCY, JEFF SEARGEANT, JEFFERSON SEARIGHT, CHRIS SEARS, DAVID SEARS, JILL SEARS, 
SECHLER, MIKE SECHRIST. RICK SECONDS. JOSEPH SECORA, ADRIAN SECRIST, FRANKIE SEDA. J SEDA, JOSE SEDA, TIM SEDABRES, PAUL SEDANO, ERIC SEDELL, MIGUEL SEDENO. MANJIT SEDHU, CHARLES SEDLOCK. ARTHUR SEDORE. NICK SEDULA. ERIK SEDWICK. ADAM SEEBECK, JASON SEEBER, STEVEN SEEBER, 



ATHER PAHNKE, KRISHAN PAHUJA. MUKUND PAI, JAMETA PAIGE. MATT PAIGE, STEVEN PAIGE. ANDREW PAIK. TAE PAIK, MICHAEL PAIKO. SEAN PAINE. DARREL PAINTER. BRADLEY R PAINTING. NICHOLAS PAIRIER, JOAO PAIS. FRANK PAISLEY. HARRIET PAJAUIS, MATT PAJOR. ENOCH PAK, JAMES PAK. JOHN PAK, 
UIS PALAU, MARIE PALAZZO. STEPHEN PALAZZO. KIRK PALENIK. FRANK PALERMO, JOHN PALERMO. MIKE PALERMO. SILEMON PALERO, MICHAEL PALESTRINI. W PALEY, JOHN PAUFERRO. MICHAEL PALISANO. CHRIS PALKO, JOSEPH PALLADINO, ZOLTON PALLAI, JOSE PALLARES. ROMAN PALLARES. ROBERT PALLAS, 
1ER, JOHN PALMER, JOHN PALMER. JAY PALMER, JOHN PALMER. JANET PALMER. JON PALMER, KORY PALMER. KODY PALMER. THOMAS PALMER, PHILLIP PALMER. RAIFORD PALMER. RICHARD PALMER, R PALMER. SCOTT PALMER. STEPHEN PALMER, WAYNE PALMER, EUGENE PALMES. JAMES PALMESE. KEITH 
N PALUTA, MICHAEL PAMPALONE. DON PAMPEL, JOHN PANARESE, NICK PANARETOS. ANDREW PANCNER, SEAN PANDE, JOHN PANDELIDES, RAMEN PANDEY, TONY PANDO, JUGALMANI PANDYA, CHRISTOPHER PANEK. PATRICK PANELLA. JORGE PANETO, PAUL PANETTA, SALVATORE PANETTA, JOHN PANETTIERE, 
CHARD PANNELL. ANDREW PANOS. RANJAN PANT, ZACHARY PANTALEO, ANDREAS PANTEU, JONATHAN PANTOFEL, ZACHARY PANZARELLA. THOMAS PANZICA, MIKE PAOLINO, AARON PAOLOTTO, MICHAEL PAOLUCCI. MATTHEW PAOLUCCI, BRIAN PAONESSA. CHIN PAPA, GRAYSON PAPA. WAYNE PAPA. JOEY 
IAUSEN, PAPER N INC. MARIO PAPI. JOHN PAPINI. KYLE PAPP, HELEN PAPPAGEORGE. PAUL PAPPAJOHN. CARLO PAPPANO, BRIDGET PAPPAS. COREN PAPPU. MATTHEW PAQUETTE. JUUAN PAQUIN, FELIPE PARADA, CARL PARADIS. GORDON PARADIS, JOHN PARADISE, ROBERT PARALES. WILLIAM PARANA. CHRIS 
kRENTI. GREG PARET, ERIC PARHAM. JONATHAN PARHAM. KELLY PARHAM. LIU PARHAM. V PARICINI, ALAY PARIKH, CHAMPAKKLAL PARIKH, G PARIKH, MUKESH PARIKH, SATISH PARIKH, VIPIN PARIKH, STEVE PARIS, JEREMY PARISH, KRIS PARISI, JAMES PARIVASH, DAVID PARK. DAVEY PARK. FRED PARK. HOWARD 
1RYAN PARKER. CHAD PARKER. CHRISTOPHER PARKER, CRAIG PARKER. COLVILLE PARKER. DWAYNE PARKER. DEXTER PARKER. DAVID PARKER. EDWARD PARKER. EVA PARKER, GREG PARKER, GUY PARKER, JOE PARKER, JORDAN PARKER, JAMES PARKER. JORDAN PARKER. JEFF PARKER, JOSH PARKER, JON PARKER, 
HY PARKER. TIMOTHY PARKER. TYRONE PARKER, TIM PARKER. VAUGHN PARKER, WILLIAM PARKER. BRANDON PARKEY, CHASE PARKEY, JOSEPH PARKHURST, BRIAN PARKINS. ADAM PARKINSON, WILUAM PARKMAN, ANDREW PARKS. ANTHONY PARKS, ALBERT PARKS. BRUCE PARKS, ERIC PARKS, JASON PARKS, 
HE PARRIS, MICHAEL PARRISH, MICHAEL PARRISH. MITCHELL PARRISH. NATHANIEL PARRISH. NELSON PARRISH. ROBERT PARRISH. RALPH PARRISH. STEVEN PARRISH. THOMAS PARRISH. JERRY PARRKLO, DENNIS PARROTT, ERIC PARROTT. CHRISTOPHER PARSELL, DAVE PARSON. DEREK PARSON, GREGORY PARSON, 
IDGE, GREGORY PARTRIDGE, CHRIS PARVIN, JASON PARYANI, AARON PARYPA, BRADLEY PASBRIG, BILL PASCAL, BRENDA PASCAL, ROBERT PASCAL, GHAHRE PASCALE, CHRIS PASCARELLA, MOSE PASCHAL, BRIAN PASCHALL, DAVID PASCHKE, RENEE PASCIUTO, XYRIZ PASCO. ROBERT PASCOCELLO, JOHN PASCOE, 
INELLI, BRIAN PASS, DAVID PASS, NATHAN PASSEHL, C PASSINAULT, BRIAN PASSMORE, KYLE PASSON, PAUL PASTEUR. RODERICK PASTEUR. RAPHEAL PASTOR, STEVEN PASTORE, CHRIS PASTRANO. JORDAN PASZCZYKOWSKI, SCOTT PASZKOWSKI, USA PATACCHIOLA, FRANCIS PATACSIL. CHRISTOPHER PATAKY, 
*NT PATEL. KIRAN PATEL. KAMAL PATEL, KANTABEN PATEL. LILA PATEL. MOHANLAL PATEL, MINA PATEL. NIKHIL PATEL. NIRU PATEL. NIT1N PATEL. NARSINHBHAI PATEL. PRABODH PATEL PRATIK PATEL. PARESH PATEL PUSHPA PATEL PRAFULR PATEL. REVEA PATEL, SHARAD PATEL, SMITA PATEL SUMAT1 PATEL. 
\SUNDAR PATNAN. MATTHEW PATNAUDE. MICHAEL PATNODE, DENNIS PATON, ROBERT PATONI. JEAN PATRICE, M PATRICK. BRIAN PATRICK. JAMES PATRICK, MATTHEW PATRICK. MICHAEL PATRICK, MARK PATRICK. ROB PATRICK. RICHARD PATRICK, RONALD PATRICK, ROBERT PATRICK. SIDNEY PATRICK. TAGUE 
PATTERSON, CHRIS PATTERSON. DAVID PATTERSON, DERRICK PATTERSON, DON PATTERSON, DAMON PATTERSON, ERIC PATTERSON. ELLSWORTH PATTERSON. JAMI PATTERSON. JOHN PATTERSON. JESSIE PATTERSON. JONI PATTERSON. JAMES PATTERSON. KEN PATTERSON, KEVIN PATTERSON. LANCE PATTERSON. 
N, TREVOR PATTERSON, TEMP PATTERSON, PAUL PATTISON, MICHAEL PATTMAN. B PATTON. CALVIN PATTON, DAN PATTON. DAVID PATTON, KEVIN PATTON, LAUREN PATTON, WILLIAM PATTON. JAMES PATULA. DEREK PATZER, DAN PAUGH, J PAUGH, PAUL, ALEXANDER PAUL. BRIAN PAUL, CLAUDE PAUL, DAVID 
, CLINSTON PAULINO. MICHAEL PAULL, MIKE PAULL, KEVIN PAULO, LUCINDA PAULOS. JOSEPH PAULOWSKI, PAUL PRESS. JORDAN PAULSEN, JONATHAN PAULSEN, ROBERT PAULSEN, ANDREW PAULSON, 8ARBARA PAULSON. DAVE PAULSON. JESSE PAULSON, MATT PAULSON, PAT PAULSON, RICHARD PAULSON, 
MARINA PAVLOVIC, PIER PAVONI, PAULA PAWCHYK, MARK PAWELEK, JIM PAWLAK, BEN PAWUK. MICHAEL PAWLIK, RICHARD PAWLIK. ERIC PAWLOSKI, MATTHEW PAWLOWSKI. ADAM PAWLUS. WALT PAWLYSHYN. THOMAS PAXTON, AUSTIN PAYABYAB, DOMINGO PAYAN, MATT PAYAN, PATRICK PAYER. PATRICK 

PAYNTER, JARED PAYTON, ALEXANDER PAZ, MARIO PAZ. RICHARD PAZ, KENNEY PAZDZIOR, PETER PAZER. NICK PAZICH, ROBERTO PAZOS, GARRETT PDS, PAUL PEABODY, THOMAS PEABODY. JOHN PEACH, MIKE PEACHER, DARREL PEACOCK. DAVID PEACOCK. MICHAEL PEAK. DONNIE PEAKE, MICHAEL PEAKE, 
ARSON, D PEARSON, DAN PEARSON, ED PEARSON, JASON PEARSON, JASON PEARSON. JASON PEARSON. JAMES PEARSON, MARK PEARSON. MURASAKI PEARSON. MAURY PEARSON, PATRICIA PEARSON, R PEARSON, ROBBIE PEARSON, ANDREW PEASE. DAVID PEASE. JOE PEASE, JARED PEASE, MICHAEL PEASE, 
5E PECKHAM, ANGELA PECORA, DOMINICK PEDALINO, PATRICK PEDDICORD, CHIP PEDERSEN, EDWARD PEDERSEN, ERIC PEDERSEN, MARTIN PEDERSEN. MARK PEDERSON, ABEL PEDRAZZOU, JAMES PEDREGON, MICHEL PEDRENO. VINCENT PEDULLA, JEFF PEEBLES, JONATHAN PEEDIN, DENISE PEEK, SCOTT PEEK, 
1EL PEKERA, LILLY PEKIG, MARK PEKOVITCH, ALEX PELAYO, DAVID PELAYO, NATHAN PELE, GUY PELED, BRYAN PELEKOUDAS, BRAD PELGTIER. ELMER PELHAM, SAM PELHAM, MICHAEL PEUNO, JOSH PELLA, MARK PELLA. DAVID PELLAS. ALBERT PELLECCHIA, JOE PELLEGRINI, MARK PELLEGRINI, TONY PELLEGRINI, 
:, DOMINIC PELUSO, MICHAEL PELUSO, VENTURA PELUZZO. ISTVAN PELY, CHRIS PELZER, DOUGLAS PEMBERTON. WILLIAM PEMBERTON. JOSHUA PEMBOR, DAVE PEMBROKE. SYMON PEN, ARTURO PENA. DEANNA PENA, ENRIQUE PENA. EDGAR PENA, ENRIQUE PENA, ESMERDO PENA, GABRIEL PENA, GARY PENA. 
REW PENG, JOEL PENG, YIN PENG, TODD PENGELLY, BILL PENICK, DAVID PENLAND, ADRIAN PENN. DALE PENN, JOHN PENN. MARQUES PENN. PAUL PENNEL. MIKE PENNELL. THOMAS PENNER, MARIELLE PENNEY. JOHN PENNING, JACOB PENNING. SETH PENNINGTON, MAURICE PENNINGTON, MATT PENNINGTON, 
NNY PENTON. CHRIS PENULIAR, CURTIS PEOPLE, JORDAN PEOT, PETER PEPE, VINCENT PEPE, JOSEPH PEPTONE. JOREL PEPLINSKI, DONNA PEPPER, JAMES PEPPER. WILLIAM PEPPERS, ADRIAN PERALES, JEREMIAH PERALES, JESUS PERALTA. MARK PERALTA, PABLO PERALTA, REX PERALTA, MIKE PERANIO, BRANDON 
•HUAL PEREIRA. MARCO PEREIRA, PAUL PEREIRA. SID PEREIRA. SID PEREIRA. DINESH PERERA. DANIEL PERET, BENJAMIN PERETSMAN, ISAAC PERETZ, RICHARD PEREZ, ALEX PEREZ. ALEXANDER PEREZ, ALEJANDRO PEREZ. ALICIA PEREZ, A PEREZ, AARON PEREZ, CHRIS PEREZ, CHARLES PEREZ. CHRIS PEREZ, DAVID 
IZ. IVAN PEREZ. JONATHAN PEREZ. JESSE PEREZ, JOSE PEREZ, JOHN PEREZ. JEREMY PEREZ, JOHN PEREZ. JUAN PEREZ, JOHN PEREZ, JOSEPH PEREZ. KENNETH PEREZ. LUIS PEREZ. MICHAEL PEREZ. MICHEL PEREZ. MARIO PEREZ. MARCOS PEREZ. MICHAEL PEREZ, MICHAEL PEREZ, NATHANIEL PEREZ, NICOLE PEREZ, 
J, DON PERION, ANDREW PERKINS. BRIAN PERKINS, CONNIE PERKINS, DAVID PERKINS, DAVID PERKINS, JOHN PERKINS, GRANT PERKINS, JIM PERKINS. JAMES PERKINS. J PERKINS, JACOB PERKINS, JOSHUA PERKINS, UNDA PERKINS. MARION PERKINS, NATE PERKINS. PATTI PERKINS, RYAN PERKINS, SCOTT PERKINS, 
NY AND DEBBIE PERRA, CLIFFORD PERRENOD, DAN PERRERA, ANTHONY PERRICONE, PAUL PERRIGO, DANIEL PERRIN. DYLAN PERRIN, THOMAS PERRIN, KATHLENE PERRINE. ARTHUR PERRITT, EDDIE PERRITT, KEVIN PERRON, VICTOR PERRON, DARYL PERRONCIRO, CAROL PERRONE, GREGG PERRONE, KRIS PERRONE, 
RY, JUSTIN PERRY, KURT PERRY, KENNETH PERRY, MYCHAL PERRY, MATT PERRY, MICHAEL PERRY, MALIK PERRY, MARCUS PERRY, MILTON PERRY, MARK PERRY, PETER PERRY, RICHARD PERRY, RUSS PERRY, RON PERRY. SABRINA PERRY, SANDRA PERRY, STEVEN PERRY. STEVEN PERRY, TIM PERRY, TIM PERRY, 
PERUYERA, DON PESAVENTO. MARCO PESCARA, ROCCO PESCATORE, ALAIN PESCE, CARMINE PESCE. PAUL PESCE. LEN PESKO. PAUL PETARDE. DANIEL PETEFISH, TERRY PETEKAVICH, HARRY PETENGILL, KENNETH PETER, WAVNE PETER, DWAINE PETERKIN. ANTHONY PETERS. ALEX PETERS. ALEX PETERS, BLAKE 
ITERS, SAM PETERS, STEPHEN PETERS, TIM PETERS. ADAM PETERSEN. ANDY PETERSEN. CHRIS PETERSEN. JEAN PETERSEN. MARK PETERSEN. PAUL PETERSEN. RICHARD PETERSEN, SCOTT PETERSEN, JASON PETERSOHN, ANDREW PETERSON, AMANDA PETERSON, AZALEA PETERSON. BRENNAN PETERSON, BRIAN 
G PETERSON, GENE PETERSON. HAROLD PETERSON, IAN PETERSON. JAMES PETERSON, JEREMY PETERSON, JASON PETERSON. JOHN PETERSON, JIM PETERSON. JOSHUA PETERSON. JOSEPH PETERSON, J PETERSON, JOSHUA PETERSON, KATY PETERSON, KEVIN PETERSON, MICHAEL PETERSON, MARK PETERSON, 
' PETKUN, PETER PETNUCH, ROBERT PETORELLA, JONATHON PETRAKOS, BRYAN PETRAN, JOE PETRANCOSTA, MICHAEL PETRAS, MATT PETRICH, GEOFFREY PETRIE. TODD PETRIE. DARICK PETRIK, CHRISTOPHER PETRIUO, DAVID PETRILLO, JOHN PETRIZZI, GEORGE PETRO. ADAM PETROKIEWICZ, DOMINICK PETRONE, 
IL PETTINELLI, CHRISTOPHER PETTINICHIO. GEORGE PETTINOS, PAUL PETTROSS, JAMES PETTUS. DAVID PETTY, DANIEL PETTY, DONALD PETTY, JOSHUA PETTY. JAMES PETTY, SCOTT PETTY, VIC PETYO, ADAM PETZOLD, CLETUS PEUTER, TIMOTHY PEW, MATTHEW PEWTHERS, JUSTIN PEYTON. JESSE PEYTON, MIKE 
PFEUFFER, ROBERT PFINGSTON, ANDY PFISTER, MICHAEL PFLUGHOEFT, MICHAEL PFOUTZ, GALE PFUND, PHAEDRUS, ADAM UFF, ERIK PHAIRAS, PHREDERIQUE PHAIRPHIELD, ANDY PHAM, ANH PHAM, CUONG PHAM, DIEU PHAM, DINH PHAM. HOAN PHAM, HIEN PHAM. KHOA PHAM. MINH PHAM, NELSON PHAM, 

N PHELPS. DEREK PHELPS, KEVIN PHELPS, PAT PHELPS, TOM PHELPS. UNDA PHILAPIL, JOHN PHILBRICK. GUY PHILEMON, PHIUP MATTHEW SONS. BRENT PHIUPPI, CHRISTOPHER PHILIPPOU, DAVID PHIUPPS, JAMES PHIUPS, PHILIPS MULTIMEDIA CT, JEFF PHILLEO, PAUL PHILLEO, J PHILLIP, VICARIO PHILLIP, JEAN 
JPS, DEMIAN PHILLIPS, DAVID PHILLIPS, EUOT PHILLIPS, FORREST PHILLIPS, JOHN PHILUPS, JARROD PHILUPS, JENNY PHILUPS. JAMES PHILUPS. JONATHAN PHILLIPS. JASON PHILUPS, JUDY PHILUPS, JOE PHILUPS, JOHN PHIUJPS, JULIAN PHILUPS. JASON PHILLIPS, JUSTIN PHILLIPS, JOSEPH PHILUPS, KURT PHILLIPS, 
AN PHILLIPS, SEAN PHILLIPS, SHANNON PHILLIPS. STEVE PHILLIPS, THOMAS PHILLIPS, TYSON PHILLIPS, TERRY PHILUPS. WESLEY PHILUPS. PHILUPS SALES INC. BRYCE PHILLPS, ERIC PHILPOTT, HAROLD PHILPOTT, JASON PHILPOTT, ROBERT PHILPOTT, HARLEY PHILYAW, SOUKHA PHIMPASOUK, WIN PHINYAWATANA, 
LTAK, JUDY PIATAK, EWARYST PIATKOWSKI, GERALD PIATT, JOSEPH PIAZZA. MARIASANTA PIAZZA. MIRCO PIAZZI, MATTHEW PICA, ANGELO PICCIANO, KEITH PICCIRILLI, DAVE PICCIRILLO. PHILLIP PICENO, MILAGROS PICHARDO, TIM PICHLER, JEREMY PICKARD, MARK PICKARD, MICHAEL PICKENS. WILUAM PICKENS, 
AN, T PICTURIS, SEAN PICUR. CHAD PIDANICK. RICHARD PIECEWICZ, KEVIN PIECH, JOSH PIECHOWSKI, CAROLINA PIEDRA, JOHN PIEFER, AL PIEGDON, JACOB PIEHL, BUD PIEHOFF, BILL PIEL, BRAD PIELECH, SEAN PIEMONTE. DEANNA PIERA. AARON PIERCE, BRIAN PIERCE. CONNIE PIERCE. JAMES PIERCE. JOSHUA 
STEVEN PIEREN, JOHN PIERET, RONALD PIERONI, KAI PIERPOINT. DAVID PIERSON, E PIERSON. WILL PIERSON. ANDREW PIETRAS, CHRISTOPHER PIETREFACE. ERIC PIETRI, JONATHAN PIETRO. MARTHA PIETRO, TOM PIETRO. SAMUEL PIETROFORTE. TIMOTHY PIETROPAOLO, JAKE PIETRUSZEWSKI, DAN PIFER, HEATHER 

JN PILLA, DAVID PILLARS. MICHAEL PILLEMER. BRYAN PILLOW. GARY PILLOW, MICHAEL PILLOW, TIM PILLOW. EVAN PIMENTAL, ANGEL PIMENTEL. MICHAEL PIMENTEL, MANUEL PIMENTEL, RAOUL PIMENTEL, RAMON PIMENTEL, RANDY PIMSLERE, GERARDO PINA, RAYMOND PINA, RAYMOND PINA. ASANTEWAA 
;eph pinheiro, srian pini, Florence pinigis, alan pinion, geo pinis, paul pink, eric Pinkerton, william pinkerton, Walter Pinkerton, Michael pinkney, john pinkowski, britt pinnell, joel pinnix, Christopher pino. david pino, joey pino. Michael pinski, Andrew pinson, william pinson, 
IPER, MILES PIPHER, ERIC PIPKE, KYLE PIPKIN. MELODY PIPKIN, BRIAN PIPKORN, MARVELLS PIPPEN, BENJAMIN PIPPIN, ALEX PIPPINS, JOSHUA PIRES. SERGIO PIRES, SIMON PIRETLO, GERLANDO PIRO, JASON PIRO, RONNIE PIRO, EVAN PIRONTI, NICK PIROOZ, ANTHONY PIROZZI, BILL PIRROTTA, CARMELO PIRROTTA, 
TONIAK, GERARD PITPITAN, JASON PITT, RYAN PITT, ROOSEVELT Pin. DENNIS CLUTE, CHRIS PICTARESE. ANTHONY PICTARI, JESSICA PICTEL, 8 RAN DON PITTENGER. MAURICE PICTER. AL PITTERLE, ARNOLD PITTINGER. ALEX PITTMAN, DASEAN PUTMAN, JERROD PUTMAN, JEAN PUTMAN, ROBERT PITTMAN, STEVEN 
PLACHTA, CHARLOCTE PLACIDE, ANDRE PLAIR, CORY PLAISTED, SEAN PLAISTED, JEFF PLANCK. MAXWELL PLANCK. MICHAEL PLANETA. PLANNED SOL. JIM PLANT, STEVE PLANT, CHRIS PLANTE, LUCINDA PLANTONE, CHRIS PLANTZ, KYLE PLANTZ, ROBERT PLASENCIA, FEBRONIO PLASENCIO, ANN PLATEK, JAMES 
MO PLEBAN, GEORGE PLETNEWSKI, JOE PLEVA. KYLE PLEVNEY. JAMES PLEWA. JON PLEWNARZ. MARJORIE PLEY, COLLEEN PLICA, MAH PUSANO. JUSTIN PLOCK. JIM PLOEGER, KATIE PLONSKIER, JOE PLOSHAY, DEVIN PLOSKER. JOSEPH PLOSKONKA, WILUAM PLOTKIN, JYL PLOTKOWSKI. RICHARD PLOTZKER, SALLY 
JTZ, BRIAN PLYLER, CHRIS POAGE, ARTHUR POBER, HERMA POBIRS, GREG POBST. ANTHONY POCHMARA, RICHARD POCHOP. SANDRA POCHRON. FERN POCHTAR, CHIP POCOCK, DIEGO POCOUI, MICHAEL POCRNICH, AARON PODBELSKI, GABRIEL PODESTA, JAMES PODGIL, TIM PODGURSKI, JOHN PODLASEK. BOB 
3OHL, JAEMS POHL, CHARLES POHLE, DALE POHLMAN, JOE POHNAN, TRACY POINTER, POINT OF VIEW INC. JASON POIRIER. KYLE POIRIER, KARAN POIRRIER. RAY POITEVINT, ERNEST POITRA. PAVEL POKIDAYLO, PAUL POKORSKI, GUY POKRAJAC, SCOH POKRYFKE, EFRAIN POLANCO, LUIS POLANCO, CHAD POLAND, 
MIKE POLINSKI, THERESA POUZIO, JOHN POUZOS, ANDY POLK, ROBERT POLK. GEOFFREY POLLACK. ISA POLLACK. JUDITH POLLACK, SCOH POLLACK. KAREN POLLAK. SCOH POLLAK, AL8ERTO POLLANI, BRADLEY POLLARD, DAVID POLLARD. FRANCES POLLARD. JASON POLLARD. JAMES POLLARD. JOHN POLLARD. 
NEHI, TIMOTHY POLUS, BENJAMIN POMALES, ELIS POMALES, KENNY POMELLA, BRANDON POMELOW, DAVID POMERANZ. BRYAN POMFREY, VINNY POMPEI, BRUCE POMPER. ROBERT POMPILLIO, AARON PONCE, CHRISTINE PONCE, LOUIS PONCE, SHAWN PONCE, TITO PONCE, CHRISTOPHER POND, CHRISTOPHER 
ADEESAN POOLA, RONALD POOLAW, FRED POOLE, GREG POOLE. JOHN POOLE, KENNY POOLE. ROBERT POOLE. TYRONE POOLE. CHARLES POOLER. SEAN POOLER, CHI POON, JOHNNY POON, SEERAT POONIA, MOHAMED POONJA, DAN POORE. JEFF POOT, YUMI POOT, JEFF POOWELL, BART POPE, BRYAN POPE, 
ICH, SCOn POPOWSKI, GERHARD POPP, LENNY POPP, DAN POPPE, CHAD POPPELBAUM, KEVIN POPRIVA, FRANCIS POPSON. DORA POPULORUM, TODD POQUETTE, STEPHEN PORATH, SCOn PORCASE, ANDREW PORCH. MATTHEW PORCHER, JAY PORCZAK, AL POROTESANO, PAUL PORPIGUA, DENISE PORRAZZO, 
PORTER, JOSH PORTER, LAMAR PORTER. MICHAEL PORTER. MICHAEL PORTER, MARK PORTER, MICHAEL PORTER. NIKIA PORTER, RICK PORTER. STEPHEN PORTER, TOM PORTER, TYSON PORTER, WESLEY PORTER. JASON PORTERFIELD, MICHAEL PORTH. BENEDICT PORTILLO, DIANE PORTNER. JIMMY PORTNER, JEFF 
’OSSOULI, CHRIS POST, HAROLD POST, NICHOLAS POST, SAM POSTEN. BILL POSTL. DOUG POSTON, TOMMY POSTON, JAMIN POTAMKIN. SONIA POTAMOS, CHAYASIT POTHONGCUM, MARCO POTIZZI, JANOS POTOCZKY, DAVID POTOSKY. ALLAN POnER, BRANDON POnER, GARY POnER. GABRIEL POnER, JAMES 
GHASSEMI, OLIVIER POUGNAND, EVGUENI POUKHOV, HARLEY POULIN, SUE POUUN, NICHOLAS POULOS, DERREK POULSON. GETHYN POULSON, BRIAN POULTNEY. SEAN POULTON. DAVID POUNDERS, ROBERT POUNDERS, STACIE POUNDS, ERIC POUSARD, SARAH POUSHO. CHRIS POUSSE, ANAMARIA POWDERELY, 
.. JOSHUA POWELL, JUSTIN POWELL. KENNY POWELL, LARRY POWELL. ULLIAN POWELL. MARK POWELL, MARK POWELL. MICHAEL POWELL, PATRICK POWELL. RICHARD POWELL, SUSAN POWELL. TROY POWELL. WILLIAM POWELL, BERNARD POWER, BRANDON POWERS. CARL POWERS, GARY POWERS. JOSH POWERS. 
) PRAKOP, JON PRALL. SUE PRALL, LUCAS PRALLE. ALEC PRAMHUT, MARK PRANGE, JAROD PRANNO, MARIAN PRANSKE, WIJAN PRAPONG, SOM PRASAD. LEO PRASETYA, TOM PRASIL, DAVID PRATER. FRED PRATER, GAIL PRATER, JONATHAN PRATER, ROSEANNA PRATER, AARON PRATHER, JON PRATHER, LANDON 
LL, MARY PRELOVSKY, AGIN PRELUUKAH, CHRISTOPHER PREMETZ, PREMIER MGMT CO KRIS, PREMIER SEARCH INC, LAWRENCE PREMRES. TROY PRENDERGAST, KAI PRENGER. CHRISTOPHER PRENTICE. ED PRENTISS, JEFFREY PREOLO. ANNE PRESCOn, JEFF PRESCOn, JAMES PRESCOn, BRIAN PRESLOID, LINDA 
ON. THOMAS PRESTON, PRESTO STUDIOS INC, TONY PRESTWOOD, ROD PRETLOW, MICHAEL PRETSER. MIKE PREUSS. EDJAN PREUT. SCOn PREVTIY, JANET PREVOST, JAMES PREVOST, LANCE PREWIT, JONATHAN PREWin, KELLY PREWm, JOHN PREZIOSO, RAYMOND PRIBADI, ALEXIS PRIBULA. ADAM PRICE, ALEX 
CE, KEN PRICE. KENNETH PRICE, KEITH PRICE, LLOYD PRICE, MILT PRICE, MARCUS PRICE, MICHAEL PRICE. MATTHEW PRICE. MICHAEL PRICE. MICHAEL PRICE. MATTHEW PRICE, MARTEL PRICE, MATTHEW PRICE. NANCY PRICE, RAYMND PRICE, ROBBY PRICE, RYAN PRICE. STEVEN PRICE, SEAN PRICE, STEVE PRICE, 
RIETO, JOSE PRIETO, JUAN PRIETO. PHILIP PRIETO. DANIEL PRIEVE, DANIEL PRIGG, BRADY PRIGGE. GREG PRIGLMEIER, BONNIE PRIGOFF, ALEX PRIMAS. BRIAN PRIMASCH. ALLEN PRIMERO, JOHN PRIMIANO, CHARLES PRIMM, JUUA PRIMUS, BRIAN PRINCE, HILLARY PRINCE. LARRY PRINCE, PATRIICA PRINCE, BARRY 
!. C PROCTOR. JIM PROCTOR. JUSTIN PROCTOR, JAMES PROCTOR, JUSTIN PROCTOR, SCOn PROCTOR, SCOn PROCTOR, WILUAM PROCTOR, JASON PROFANT, SCOn PROFENNO. ALLAN PROFFin. CHERYL PROFFin, TROY PROFFin, PROUFIC PUBLISHING I, ANTHONY PRONENKO, ANTHONY PRONENKO, CONRAD 
BENCHER, EDWARD PROVENCHER, JASON PROVENZALE, RICK PROVENZANO, TOMMY PROVOST, PAUL PROVOSTY, PATRICK PRUE. TIM PRUEn, STEVEN PRUGNO. JOSEPH PRUIECT, ALVIN PRUin, ANDREW PRUin, BRYANT PRUICT, BRIAN PRUICT, BETTY PRUICT, CHARLIE PRUICT, RICHARD PRUin, SHAWN PRUICT, 
.KIS, CODY PTACEK, CHRIS PTACEK, TRAVIS PTAK, JOHN PTASZYNSKI, JOSEPH PTASZYNSKI, KEDUN PUAYA, LACEY PUB LIB. NEEDHAM PUBL UBRARY, ZIFF DAVIS PUBLISHING, ZIFF DAVIS PUBUSHING, ZIFF DAVIS PUBUSHING, ROBERT PUCCETT1, ARMANDO PUCCI, JOSEPH PUCCI. MATTHEW PUCCI, LYNN PUCCINI, 
JAND, CHRISTOPHER PUGSLEY, JOE PULASKI, JAMES PULASKI, HAROLD PULCHER, LARRY PULCHER. IAN PUUA. BRIAN PULLARA. FRANK PULLARA, DANIEL PULLER, TOM PULLES. SHAWN PULLIAM, ROBERT PULLY, SEAN PULRANG, VELMA PULTZ. DAN PULVER, LUKE PULVERENTI, RAYMOND PUMPHREY, KEVIN PUN, 
DY, ROBERT PURDY, SKY PURDY, MARTHA PURHAM, CHAM8IR PURI, SEAN PURI. JESSE PURKERSON, ADENAN PURNOMO, KURT PURPURA, JOHN PURRIER, CONAN PURVES. VAL PURVIS. ANDRE PURWO, JAY PURYEAR, ERIC PUSHARD, DWIGHT PUSSER, MICHAEL PUST, PAMELA PUSTORINO, STEVE PUSZTAI, TERRY 
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)WE, SHELLIE ROWE, TERRY ROWE, TODD ROWE, DOUGLAS ROWELL, PATRICK ROWELL STEVEN ROWELL, WILUAM ROWELL CHRIS ROWEN, GARY ROWEN, KANI ROWLAND, TONY ROWLAND, ROBERT ROWLES, CHRIS ROWLEY, ERIC ROWLEY, JAMES ROWLEY, JOHNATHAN ROWLEY, JASON ROWLEY, DAVID ROWSELL 
J, JOSEPH ROYO, MICHAEL ROYO. RONALD ROYSTER. PHIUP ROYTAL. ED ROZANSKI, ANDY ROZELLE. JONATHAN ROZENBERG. MENDEL ROZENSHTEYN, ROBERT ROZMUS, JASON ROZNECK, DAVID ROZOLSKY, TOM ROZYCKI, SCOn ROZZO, RTIME, EDWARD RUANE, RANDY RUBACK, BRUCE RUBEL, JOHN RUBEN, DAN 
), JONATHAN RU8IO, LUIS RUBIO, SHANE RUBLE. PETER RUCANO, LISA RUCHTI, JAY RUCK, ARNJPAT RUCKARLYAPONG, AUSTIN RUCKER, CLARENCE RUCKER, CHRIS RUCKER, DAVID RUCKER, TIMOTHY RUCKER, JOE RUD, CALEB RUDD, JON RUDD, CHARLES RUDDEK, RICK RUDDER, RICHART RUDDIE, DAVID RUDERT, 
C RUESS, DEBORAH RUFF, HERBERT RUFF, JAMES RUFF. KIRK RUFF, ROBERT RUFF. BUCKY RUFFALO, STACY RUFFER. DAMON RUFFIN, JUSTIN RUFFIN, CRAIG RUFFNER, UNDA RUFFNER, PETER RUFFO, RAY RUFO, CHRISTOPHER RUGEN, ROBERT RUGGE, MICHAEL RUGGIANO, JACK RUGGIERIO, ELIZABETH RUGGIERO, 
RUIZ, MAn RUIZ, RYAN RUIZ. RAMON RUIZ. RAFAEL RUIZ, RACHEL RUIZ, TOM RUIZ, VICTOR RUIZ. RICK RUKAVINA, SCOn RULE. TRACY RUMFORD. RUSTY RUMLEY, BRET RUMMEL, RICHARD RUMMEL, WILLIAM RUMMER, SPENCER RUMMLER, JAMES RUMOHR, MARCUS RUMPF, DAVID RUMSEY, DAVID RUNCO, MIKE 
iRSKY, BOB RUSBASAN, BRANT RUSCH, RICHARD RUSCHE, AARON RUSH, BRIAN RUSH, BRIAN RUSH, B RUSH, BRANDON RUSH, DENNIS RUSH, MARVYN RUSH, TOMMY RUSH, WALTER RUSH, AMANDA RUSHING, CHERYL RUSHING, ROBERT RUSHING. RYAN RUSHNELL, JIMMY RUSHWIN, ROBERT RUSIE, ANGEL RUSIN, 
I RUSSELL. GARY RUSSELL, JASON RUSSELL, JAMES RUSSELL, KEITH RUSSELL, MORGAN RUSSELL. MARCUS RUSSELL. MAn RUSSELL. ROBERT RUSSELL, RONALD RUSSELL, RICK RUSSELL, R RUSSELL, ROY RUSSELL, RODNEY RUSSELL, SHANNON RUSSELL, SHAWN RUSSELL, SHAWN RUSSELL, SHANE RUSSELL, BRIAN 
RUTH, SHANE RUTHEDGE, 8RIAN RUTHERFORD. JOHN RUTHERFORD, GERALD RUTHERFORD, DANIEL RUTHERFORD, CHERYL RUTHERFORD, KALEB RUTHERFORD, ANTHONY RUTKIEWICZ. STEVEN RUTKOVSKY, NEIL RUTLEDGE. CRISTOPHER RUTLEDGE. JOHN RUTLEDGE, JED RUTLEDGE, STEPHEN RUTLEDGE, WESLEY 
N, FANNY RYAN, JOHN RYAN. JOSEPH RYAN, JULIE RYAN, JAMES RYAN. JEFFREY RYAN, JIM RYAN, LYNN RYAN. LAUD RYAN, LORI RYAN, MICHAEL RYAN, MARK RYAN, NICHOLAS RYAN, ROBERT RYAN, SEAN RYAN, THOMAS RYAN, TERRY RYAN, THOMAS RYAN, TYLER RYAN, RYAN M MASS, JOSEPH RYBA, DON 
D RZONCA, ISIAHIA SA, RAFAELA I SA, MICHAEL SAAD, ALI SAADAT, A SAAFIR. STEVEN SAAR, EDWARD SAAVEDRA. ALFONSO SABA, CRISTINA SABADO, ROBERTO SABALE, EMMANUEL SABATINO, SHAWN SABELLA, JERRY SABERTON, RITA SA8HARWAL, KATIE SABIN, LLOYD SABIN, PHIUP SABINO, JOHN SABLAD, 
.CKEn, JAMES SACKEY, SAMANTHA SACKIN, KENNETH SACKINGER, JUDAH SACKS. STUART SACKSTEIN, VENETTE SACLOT, SHANE SACOBIE. EDUARDO SACOL, MAKOTO SADAHIRO, CHAD SADAPHAL. JON SADEWASSER, SUSANNE SADIK, ANNIE SADLER, JOSHUA SADLER. MARQUIS SADLER, MARK SADLIER, SCOn 
.... ANTHONY SAGE, JEFF SAGE, KELLY SAGE, ERIC SAGENDORF, BRIAN SAGER. JEREMY SAGER, THOMAS SAGERS. JEREMY SAGMILLER. ED SAGRITALO, RAMA SAHA. ERIL SAHL, RANJIT SAHNI, JOE SAHR, BREL SAIBER, YURII SAICHECK, RAOUL SAID. BRUCE SAIDMAN, JUSTIN SAIKI. KENNETH SAIKI, MICHAEL SAIKI, 

. LINDSAY SAKAI, MARC SAKAI, MAKOTO SAKAI. TAMAKI SAKAI, ROBERT SAKAMAKI, JAMES SAKAMOTO, MANA SAKAMOTO, SCOn SAKAMOTO, CARLOS SAKEDO. C SAKELLAROPOULOS. DARYL SAKIOKA, GREG SAKMAR, M SAKOWSKI, BRIAN SAKRAJSEK, BRUCE SAKRISON, DEAN SAKURAI, DANIEL SAKURAI, JEFF 
IDA, ANGELO SALCEDO, D SALCEDO. JUAN SALCEDO. JONATHAN SALCEDO. JOHN SALCIDO, DANIEL SALDANA. CHRIS SALDANAH. EFREN SALDIVAR, AAMIR SALEEM, MSTR SALEEM. OMAR SALEEM. ANIS SALEH, NANCY SALEH, SABAH SALEH. CLAUDE SALEM. JOSEPH SALEM. JOE SALEMINK, MICHAEL SALENSKY, 
JIOND SAUNAS. TOPHER SALINAS. KURT SALISBURY, PATRICK SALISBURY, MICHAEL SAUANIN, ADAM SALL, MAnHEW SALL. BRIAN SALLDT, CRAIG SALLES, CHRIS SALMON, JUUE SALMON, NANCY SALMONSEN, ALEX SALNERS, P SALOIS, MICHAEL SALOMON, HAROLD SALONO, MARVIN SALSMAN, TOMMY SALTA, 
VI, JARED SALVI, TONY SALVO, DALLAS SALYMA, MARC SALZMAN, SCOn SALZMAN, ALEXANDER SAM, CINDY SAM, KENNY SAM, LEE SAM. SAMIAFJI SAMADI, BENJAMIN SAMARA, CHRIS SAMARAS, CONNIE SAMARITANO, VIJAYA SAMBANDAM, WILUAM SAMBEY, NICOLAI SAMBULSKI, WOODLEY SAMEDY, ADAM 
VLAN SAMPSON, ADAM SAMPSON, ANTHONY SAMPSON. FATOUMATA SAMPSON, MAn SAMPSON, RUNGSON SAMROENGRAJA. RICHARD SAMS, RYAN SAMSEL, ADAM SAMTUR, SHAWN SAMUDA, CHARLES SAMUEL, DAVID SAMUEL. GEORGE SAMUEL, JAFF SAMUEL, KEVIN SAMUEL, STEPHEN SAMUELS, JOHN 
IANCHEZ, ALVARO SANCHEZ, BRANDON SANCHEZ, CASIMIRO SANCHEZ. CRAIG SANCHEZ, CARLOS SANCHEZ, CHARLIE SANCHEZ, DAVID SANCHEZ. DAVID SANCHEZ. EDUARDO SANCHEZ, ERIC SANCHEZ. HOMER SANCHEZ, JOSE SANCHEZ, JESSE SANCHEZ. JAN SANCHEZ, JAIME SANCHEZ, JOSHUA SANCHEZ, JOSE 
NCHEZ, ROBERT SANCHEZ, ROBERT SANCHEZ, RICHARD SANCHEZ. RANDY SANCHEZ, STEPHEN SANCHEZ, SERGIO SANCHEZ. TINA SANCHEZ. VICTOR SANCHEZ, VICTOR SANCHEZ. WILBERTO SANCHEZ, YOLANDA SANCHEZ, KENNETH SANCIER, TIVA SAND, BRECT SANDALA, MARTIN SANDBERG, SHEILA SANDBERG, 
MDERS, JUDITH SANDERS, JUSTIN SANDERS. JEFF SANDERS, JUSTIN SANDERS, KARL SANDERS, KEVIN SANDERS, LUKE SANDERS, MARK SANDERS, MARK SANDERS, MARK SANDERS, MIKE SANDERS, MARY SANDERS. MARK SANDERS, PAUL SANDERS, RAY SANDERS. RAYMOND SANDERS. STANLEY SANDERS. SEAN 
HU, RICHARD SANDIFER, COREY SANDLER, CHRISSY SANDLIN, SCOn SANDMAN, ALFREDO SANDOVAL. CARLOS SANDOVAL ELI SANDOVAL. EMANUEL SANDOVAL FRANK SANDOVAL. JOHN SANDOVAL, KENNY SANDOVAL LUIS SANDOVAL, RAUDEL SANDOVAL. PAUL SANDQUIST, DARRELL SANDRUE, ALEX AND 
'ID SANGANA, MAn SANGER, BHARTI SANGHAV, RUSHA8 SANGHVI. MARK SAN GIACOMB, JOHN SANGIOVANNI. MANA SANGKAPICHAI, KRISTOPHER SANGREN, FRANK SANGREW, OLIVER SANIDAS, SAN JOSE PUBUC LIB, DAVE SANKEY, JOE SANKOVICH, MICHAEL SAN MARCO, BRADEN SANNER, DENNIS SANNER, 
UP SANTANA, RUBEN SANTANA, ROLAND SANTANA. ROBERT SANTANA, JANET SANTANGELO. JOSH SANTANGELO, ROSIE SANTANNA, MARK SANTARSIERO, TAVI SANTATIKUL, ANDY SANTEE. CARLOS SANTELLANES, JASON SANTELU, MARIA SANTELLI, MICHAEL SANTER, DOMMINIE SANTEREUA JOHN SANTEYAN, 
IAGO, POLO SANTIAGO, PAUL SANTIAGO, RAY SANTIAGO, SAN SANTIAGO, TITO SANTIAGO, AUGIE SANTIESTERAN, DAVID SANTIN, ADOLFO SANTINI, MARK SANTINI, JON SANTTORO. NICK SANTO. CRAIG SANTOLI, LUIS SANTONA, JANNEnE SANTONI, SHANIE SANTORA, DOMINICK SANTORIELLO, BRAD SANTORO, 

/IIGUEL SANTOS, MARK SANTOS. RAYMOND SANTOS. ROBERT SANTOS, ROSIO SANTOS. ROBERT SANTOS, JEFF SANTUCCI. MARY SANTUCCI, JOE SANTULU, JOS SANTZ, MARK SANVITALE, CLAUDINA SANZ. MARK SANZO, VIHHAY SAO, ANNARADHA SAONA, BEAU SAPERSTEIN, JASON SAPIRO. DOLORES SAPLETAL. 
GENT, 8RAD SARGENT, DAN SARGENT, MAn SARGENT, CHARLES SARINYAMAS. WILLIS SARKA, 8RUCE SARKISIAN, DREW SARKISIAN, P SARLES, BEHROZE SARMADI, ALFREDO SARMIENTO, STEVEN SARMIENTO. SHAIFUL SARMIN, JOHN SARNA. ANTHONY SARNBLAD, JASKREN SAROHIA, RAECHEL SARR, CARLYLE 
gATHON SASOR, RONALD SASREnE, CABEL SASSER, DAVID SASSER, ANTHONY SASSI, DAVID SASSIN, MIKE SASSO. JON SASSY, SAFRAZ SATAR, JOSEPH SATIU. ALVIN SATO, CHIKASHIR SATO. DANIEL SATO, SHIZUKO SATO, PIXEL SATORI, VINCENT SATRIANO, WM SAnELMEYER, JOSH SAnELY, JOHN SAnERFIELD, 
IOHN SAULS, JUSTIN SAULS, BETTY SAUNDERS. DEMETRIAS SAUNDERS, DAVID SAUNDERS, E SAUNDERS. JAMES SAUNDERS, JAMES SAUNDERS, JUSTIN SAUNDERS, JAMES SAUNDERS, MARK SAUNDERS, RAJIE SAUNDERS, RENNIE SAUNDERS, RAHEEM SAUNDERS, SAMANTHA SAUNDERS. SHELLIE SAUNDERS. TIM 
E. KIMIKO SAVAGE, NATHAN SAVAGE. YVES SAVAIN, DEAN SAVALLI, CHARLES SAVARESE, JAMES SAVARESE. ROBERT SAVASTA. T SAVATHVONGXAY, RICHARD SAVEDRA. BARBARA SAVILLE, SHAWN SAVILLE, TIM SAVINE. RICK SAVINI, JOHN SAVINO, CHRIS SAVIO, LARRY SAVIS, THOMAS SAVITSKI. GABRIEL SAVITZ, 
AWYER, MIKE SAWYER, TRAVIS SAWYER. THOMAS SAWYER, STEPHEN SAWYERS. JUSTIN SAXINGER. DARREN SAXON, STEVEN SAXTOA, CHARLES SAXTON, JEFF SAXTON, SANDRA SAYAMA, FAHEEM SAYED, CHET SAYER. BRYN SAYLES, JOSEPH SAYLOR, RANDY SAYLOR, R SAYON, JAMIE SAYRE, ROY SAYRE, TODD 
- SCAPPATICCIO, BRENTON SCARABIN, WENDY SCARBOROUGH. DAVID SCARBROUGH, AARON SCARDINA. JOHN SCARDINA, JOEY SCARDINO, EVERTON SCARLEn. MARK SCARPA, ANTHONY SCARPA, BERNARD SCARPA. DAVID SCARPA, VINCENT SCARPINATO, FRANK SCATONI, PETER SCAUZILLO, DAVID SCAVO, 
SCHAFER, CASSANDRA SCHAFER, MARK SCHAFER, MARK SCHAFER, RICHARD SCHAFER, AUSTIN SCHAFF, JUSTIN SCHAFF, CUFFORD SCHAFFER. DOUG SCHAFFER. G SCHAFFER. JARED SCHAFFER, KENNETH SCHAFFER, KEVIN SCHAFFER, LESUE SCHAFFER, ROBERT SCHAFFER, BEN SCHAFFHAUSER, TIM SCHALL, 
R SCHAUB, DAVID SCHAUB, ERIC SCHAUER, JUSTIN SCHAUER, PATRICK SCHAUER. BRADLEY SCHAUFEL8ERGER, ADAM SCHAUS. KEVIN SCHAUS, DARRELL SCHAUSS. TROY SCHECHINGER, AWN SCHECHTER. GERRY SCHECHTER. RICHARD SCHECHTER, WAYNE SCHECK, BEN SCHEEF, PAUL SCHEER, ERIC SCHEERER, 
GARY SCHELLHASE, ARWN SCHELLHORN, TOM SCHELSKE. MARK SCHEMERS. DAVID SCHENA, ROBERT SCHENBECK, MIKE SCHENCK. TOM SCHENCK, TOMMY SCHENCK, WILUAM SCHENCK, PAM SCHENIAN, PAUL SCHENK, DOUGLAS SCHER, TYSON SCHERB, TIMOTHY SCHERBER, JOHN SCHERER, MAn SCHERER, 
ELE, NATHAN SCHIEVE, PATRICK SCHIFERL, CRAIG SCHIFF, DAVID SCHIFF, JAMIE SCHIFFER. CARMEN SCHIFFINO, DAVID SCHIFILUT1, RYAN SCHILCHER. MARTIN SCHILD. JORDAN SCHILDCROUT. DAN SCHILDGEN, JASON SCHILDT, ELUOT SCHILKDRAUT, WYAn SCHILL, DEAN SCHILLER, FRED SCHILLER, JON SCHILLER, 
/HE SCHINDLER, STEVE SCHINDLER, JASON SCHIPPER, JAY SCHIRA, TODD SCHIRMER, PIERRE SCHIRO, KRIS SCHWCHTER, BRAD SCHWCHTER, ADAM SCHWG, GEORGE SCHWTZER. DONALD SCHLAX, DWIGHT SCHLEGEL, JENIFER SCHLEGEL, KATHLEEN SCHLEGEL, KURT SCHLEGELMILCH, JAMES SCHLEHR, EARNEST 
SCHLOBOHM, HARVEY SCHLOESSER, MIGUEL SCHLOSS, SCOn SCHLOnACH, GREG SCHLOTTBOHM, COUN SCHLOTTER, HIZINZ SCHLOUY, RICK SCHLOZ, JOEL SCHLUKEBAR, JANET SCHLUTER, TOMMY SCHMAL, PETE SCHMECK. STEVEN SCHMELCKE, MARK SCHMER, MAnHEW SCHMERBAUCH, GREG SCHMERGEL, 
IRIC SCHMIDT, GEOFF SCHMIDT, GREG SCHMIDT, IAN SCHMIDT, JOSHUA SCHMIDT, JOHN SCHMIDT, JAMES SCHMIDT, JENNIFER SCHMIDT, JOHN SCHMIDT, JONATHAN 
GRANT SCHMIT, AWN SCHMin, AARON SCHMin, AARON SCHMm, CHRIS SCHMin. JEREMIAH SCHMin, JAMES SCHMin, KERRY SCHMin, MAn SCHMin, DEREK 

MEIDER, CAINE SCHNEIDER. DAN SCHNEIDER. DOUG SCHNEIDER, ERIC SCHNEIDER, ERIC SCHNEIDER. GERALD SCHNEIDER. STEVE SCHNEIDERHAN, JAKE SCHNEIDER, 
TE, RANDALL SCHNIBBE, JEFF SCHNICKEL, MIKE SCHNIEDER, ESTELLE SCHNITZER, DAVID SCHNITZLER, BRIAN SCHNORRENBERG, CARL SCHNURR, MICHAEL SCHOBEL, 
ILD, KRIS SCHOFIELD. RAYMOND SCHOFIELD. TAYLOR SCHOFIELD, BOB SCHOKA, IAN SCHOLDBERG, NICHOLAS SCHOLETEN, BRIAN SCHOLFIELD, MICHAEL SCHOUN, 
DUG SCHOONOVER, WILLIAM SCHOONOVER, DAVID SCHOPPERT, SCHORER, LEONARD SCHORK, BRIAN SCHORR, DAVID SCHORR, JOHNNY SCHORR, MARTIN SCHORR, 
REIBER, CHARLES SCHREIBER, RICHARD SCHREIBER, ROBERT SCHREIBER, RICHARD SCHREI8ER, WILLIAM SCHREIBER, ARTHUR SCHREIBMAN, JUNE SCHREIER, RONNIE 
DARREN SCHROEDER, ERIC SCHROEDER, GREG SCHROEDER, JASON SCHROEDER, JOSHUA SCHROEDER, JEFF SCHROEDER, KYLE SCHROEDER. RICK SCHROER, MARK 
’HNATHAN SCHUKNECHT, SYDNEY SCHULDINER, STEVEN SCHULDT, B08BY SCHULEIN, JENNIFER SCHULER. KEITH SCHULER, KRIS SCHULER, PETER SCHULLER, PATSY 
EW SCHULTZ, MIKE SCHULTZ, MARY SCHULTZ, MICHAEL SCHULTZ, RYAN SCHULTZ, ROBERT SCHULTZ, R08ERT SCHULTZ, RUSSELL SCHULTZ. RICHARD SCHULTZ. RYAN 
■■ SCHUSTER, TOM SCHUSTER. BRIAN SCHUn, RYAN SCHUn, CAL SCHCTTE. BART SCHUTTER, BRIAN SCHUYLER, MARY SCHUYLER, KEVIN SCHWAB, MIKE SCHWA8, 

salutes those who get it. ( P-through-S ) 

rz, DAN SCHWARTZ, ELUOn SCHWARTZ, ERIC SCHWARTZ, GLENN SCHWARTZ, GABRIEL SCHWARTZ, GARY SCHWARTZ, GARY SCHWARTZ, HOWARD SCHWARTZ, HOWARD SCHWARTZ, JOHN SCHWARTZ, JOSEPH SCHWARTZ, JUDITH SCHWARTZ. KEN SCHWARTZ, WRRY SCHWARTZ, MICHAEL SCHWARTZ. MICHAEL 
I SCHWEIKART, JOHN SCHWEIKERT, CHRIS SCHWEIN, GEROLD SCHWEITZER, DANIEL SCHWELL, C SCHWEMBERGER, DAVE SCHWEMLEY. NICK SCHWENDEMAN. D SCHWENGEL, DUSTUN SCHWENKER, ALYCE SCHWENN, DOUGLAS SCHWERI. LESLEY SCHWERSENSKI. ROBERT SCHWIER. CHAD SCHWIETERMAN, BILL 
CIOLI, MARK SCIRE, MIKE SCISCENTI, MATTHEW SCIULLl, STEPHEN SCLAFANI, EDWARD SCNALON, SHAWN SCOGGIN, VINCENT SCOGUETTI. XEFF SCOWRI, ANDY SCOWRO, BRIAN SCOLARO, PAUL SCOMINSKI. DAVID SCOPEL, CRAIG SCOT, AMY SCOn, AUDREY SCOn, AARON SCOn, ADAM SCOn, AARON SCOn, 
scon, JEREMY scon, JASON SCOn, JEFFREY SCOn, JOHN SCOn, KEVIN SCOn. LESUE SCOn, MILTON SCOCT MIKE SCOn, MATTHEW SCOn. MICHAEL SCOn, NICK SCOn. NATHAN SCOn, NICK SCOn. ODILE SCOn, PERRY SCOn, RAYMOND SCOn. RUBY SCOn, ROBERT SCOn, RANDY SCOn, RUSSELL 

JEO, MARK SCOVILLE. VICTORIA SCRABECK, WILLARD SCRAM. JAMES SCRIBANO, CHRIS SCRIBNER, EMMEn SCRIMSHAW. SHAWN SCROGGIN, CURTIS SCROGGINS, CHRIS SCROGGINS, EARLE SCROM, JOEL SCUDDER, SEAN SCUDERI, JACK SCULLIN, MAUREEN SCULLY, EBONY SCURRY, CASSIE SEABOURN, SAMUEL 
■ SEARS, PAUL SEATON, JEREMIAH SEAVER, PATRICK SEAVER, ISAAC SEAWELL, A SEAY, BRIAN SEAY, JULIAN SEAY, RANDY SEBASTA, MARK SEBASTIAN, TERESITA SEBASTIAN, LAWRENCE SEBBEN. CORY SE8ECK, RICHARD SEBECK, MARCO SEBELLO, JASON SEBO, JEFF SEBO, JIM SEBRING, CHERIE SEBRO, BRADLEY 
I SEEBERGER. MAX SEEGER. JASON SEEGMILLER, COREY SEEHAUSEN, KATE SEEKINGS, CRAIG SEELAND. AARON SEELER. SALLY SEELEY, TRAVIS SEELEY,' JOSEPH SEELSI. JESSE SEELY, GLENN SEEMANN. PAUL SEERY, SUSIE SEETIN, CHRISTOPHER SEETO, KEVIN SEEWER, MADHAV SEGAL. CLEVELAND SEGALL, STEVE 
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KNIFE EDGE: Nose 

I have multiple boseys dead 
ahead! 

% 
$\ /i* 

Gigantic animated bosses j 

Blast off for revolutionary game play action with KEMCO® Knife Edge: Nose Gunner™ for 
Nintendo 64! Knife Edge combines the fast-paced action of a sci-fi shoot-em-up with the thrilling 
joyride of an arcade-style flight game. Beautiful 3D polygon-constructed extraterrestrial 
environments fill the screen. The pioneer colonies on Mars are invaded and you have to shoot your 
way through enemy craft and ground defense placements. KEMCO’s innovative game pass 
generation system computes the player’s choice of assault craft, navigator character, difficulty 
level, and enemy kill ratio to open up new branches and routes through the hostile environments 
and introduce new enemy attack configurations. Knife Edge offers a new game play experience 
every time. 

Coming Soon On N64: 

Exclusively Distributed By: 

Microware 
Distributing, Inc. 
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Milestones 
□ his month, we're featuring only 

one 2D game and plenty of 3D 

games with 2D origins. LucasArts is the 

latest to make the big step, bringing its 

trademark adventure genre into the third 

dimension with spectacular results. Ubi 

Soft follows the trend by introducing its 

most popular character to the world of 

X, Y, and Z, as well as a batch of new, 

quality games. Plus, we have many other 

A Next Generation report on 

developments from the gaming 

videogame superstars making their 

comeback, along with games that feel as 

though they've been in development for 

longer than the duration of the Cold War. 

Regardless, the bar continues to rise as 

quality titles outweigh mediocre ones. 

How long can this nirvana possibly last? 

the latest 

front 

GRIM FANDANGO « 

LucasArts' latest endeavor remains faithful to its adventure roots while 
leaving enough room for innovation. For the first time, the story will 
unfold in real 3D and not require a command interface. Given that, the 
story, look, and style will be unlike those in any other game to date 
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SPEED BUSTERS « RAYMAN 2 

82 

Fast and fun. speed Busters' unique tracks force 
players to contend with sharks, dinosaurs, and 
other beasties. Players race against five opponents, 
human or computer, over internet or LAN. ubi Soft 
just can't stop making games! 

You'll be seeing much 
more of this game. Ubi 
Soft's 3D adaptation of 
Rayman makes its way to 
N64, PlayStation, and PC 
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NovaLogic combines its voxel technology with Goldeneye-style gameplay. The result? A single- or multiplayer 
deathfest disguised as a serious mission-based simulation. The crossbred shooter should attract very diverse gamers 
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ULTRAFIGHTERS SLAVE ZERO «= 

interactive Magic is at it 
again, this time with a 
futuristic flight sim that 
shares very little with 
previous PC simulations 

THRILL KILL 

Virgin's orgasmic fighter 
for PlayStation will most 
definitely be the center of 
controversy for its adult 
content 

QUEST FOR GLORY « 

Quest for Glory is just the latest addition to Sierra's large family of 
fantasy adventures that rely on the phrase, "if it ain't broke, don't fix it" 

TIME TO KILL PlayStation 

N-space is developing the latest Duke adventure. It bears many 
similarities to Tomb Raider but still has Duke's patented brand of humor 



ng alphas 

BRAVE FENCER 
MUSASHI TOBU PlayStation 

The comic book retelling of 
the great two-handed 
swordsman Musashi is a 
welcome departure from 
squaresoft Japan 

The inclusion of small, detailed characters will be a first on N64, as will the genre — Atlus' latest will be the first 
strategic RPG on the system. The sprite-based animation works well, and analog control should make playing easier 

NHL FACE OFF ’99 

Sony's yearly NHL update 
for PlayStation should be 
the best yet. where will it 
go from here? 

HEAVY GEAR 2 

Activision attempts to fix 
the problems of the first 
PC game, foremost being 
varied environments 
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ARMORED CORE 2 :hVa' ■ RALLY CROSS 2 piaystation 

Project Phantasma is From Software's sequel to its groundbreaking | 989 Studio's Rally Cross 2 should improve upon the foibles of the 
mercenary mech game. It's coming here courtesy of Ascii in October original's control. Dual shock support is a given, as are hidden tracks 

MILO’S ASTROLABES VUINBACK Nintend°64 

if crave wants to release 
a space-themed bowling 
game for Nintendo 64, 
who are we to argue? 
Plus, it looks pretty fun 

Fighting Force should 
arrive on N64 from Eidos 
about the same time as 
Milo's Astrolanes. 
Decisions, decisions ... 

Koei's first effort for Nintendo 
64 looks to take its lead from 
Metal Gear Solid and Goldeneye. 
This is a genre that is getting 
crowded, but there's still plenty 
of room for quality titles, and 
given Koei's reputation for 
quality (the game is being 
developed by the same team 
that did Dynasty Warriors), 
we're anxiously awaiting this 
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THE INTENSOR SURVIVAL GUIDE 
(Because we’re not always going to be there to hold your trembling, sweaty little hand.) 

Be warned: this is technology with 
a real “punch-you-in-the- 

gut-while-you’re-not-looking” 
brand of sensitivity. 

There’s never been anything like Intensor. So 

in order to survive it, you need to understand 

a few things. Like to begin with, you need to 

know what a Sensory Gaming Experience is. 

It’s complete immersion. It’s intense tactile 

feedback. It’s being able to see, hear and feel 

the game you’re playing like never before. All 

you have to do is hook it up to the audio jack 

of any system, play any game and hold on. 

You may also want to say a little prayer. 

Fig. 1. A breakdown of what you’re up against. 

# ITEM A 
1 Left 2" Mid-range Directional 

2 Right 2" Mid-range Directional 

3 5.25" Center Mid-range 

4 5.25" Low Frequency Tactile Driver 

5 High-range Tweeter 

6 Sound Volume 

7 Tactile Intensity 

8 Electronics Unit 

9 Heavy Duty Single Cord Connector 

10 Optional Office Chair Base 

11 Optional Subwoofer 

12 Headphone Jack 

Remember, in this chair 
no one can hear you scream. 

Not everyone will have what it takes to 

handle Intensor’s patented audio system. 

After all, we’re talking 5 high-performance 

built-in speakers with 108dB output. 

Technically speaking, that means it’s really 

loud. So for the neighbors’ sake, you may 

want to use the headphone jack—which you 

can do without losing any tactile feedback. 

But keep in mind — if your ears start bleeding, 

you should probably turn the thing down. 

SOUND SCALE 

Jet Engine 
90 dB 

College Frat Party 
101 dB 

Punk Band 
105 dB 

Intensor 
108 dB 

Fig. 2. At 19 pounds, Intensor is designed 
for quick evacuation in the event things 

get ugly. (Shaky hands will appreciate the 
built-in molded carrying handle.) 



PART THREE 

Ducking, dodging, whimpering 
and other useful gaming skills 

you might want to perfect. 

Be advised. With Intensor, you’ll not only engine rev, every explosion, every kick will 

hear your games like never before, you’ll seem more real than you may want it to. So 

also feel them. In your back. In your legs, it’s important to note that under this type of 

You’ll feel sensations in places you never extreme duress, screaming in high-pitched 

even knew you had. Which means every tones for one’s mommy is quite common. 

DEFENSIVE PROCEDURES 

r >*=»: i 

Jvs 
Fig. 3a. 

The Dodge 

Fig. 3b. 
The Weave 

Fig. 3c. 

The Duck 

Fig. 4. Artist s conception of Sensory 
Gaming s effect on the human heart. 

Those with heart conditions should 
proceed at their own risk. 

PART FOUR 

Any game. Any system. 
Any medium. After this, nothing 

will ever be the same. 

From movies and CDs to all your favorite 

games, Intensor isn’t just compatible with 

your current system, it actually transforms 

it. It may also do the same to you. Once 

you take a seat, there’s a new awareness, approach can help preserve your sanity. 

Fig. 5. Note: Players attempting to 
negotiate lntensor on anything 

less than a good, stiff spine may be 
reduced to a vegetative state. 

And there’s no going back. It’s the gaming 

version of the thousand-yard stare. You’ll 

recognize it in others who’ve “been there!’ 

Seek them out.Talk to them .This therapeutic 

Fig. 6. Intensor has been known to induce shock. In 
such cases, place victim flat on back, elevate legs 8 to 12 

inches and call for help. (If victim begins vomiting, 
place him or her on one side to allow fluid drainage.) 

In the event of nervous 

breakdown, seek help at 

www.intensor.com 
Assuming you’ve read 

this carefully, proceed to your 

favorite gaming retailer. 

Sensory 

Gaming 

Experience 
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Dreamcast 
THE FULL STORY - 
It will be the most powerful console ever. It will have the largest 

marketing budget ever. But will it succeed? In an exclusive report, 

we outline Sega's blueprints for success, from hardware to software 

Dreamcast uses an 

innovative PDA-style 

memory card, known 

as the VMS (Visual 

Memory System), with 

an LCD and control pad 

of its own. Although 

this is the final design 

for the Japanese 

release, there’s no 

official word yet on 

what color Dreamcast 

will be in the U.S. Also, 

a short while after this 

product shot was 

released, a “Powered 

by Windows CE” sticker 

was added in Japan, 

the wording of which is 

not yet final. 
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system’s U.S. release date, Sega of America is 

already in full launch mode. The marketing 

department is quietly preparing and lining up 

the major partners and sponsors needed to 

get Dreamcast, in Bernie Stolar’s words, 

“everywhere” during the launch period. 

Development teams in Tokyo and Redwood 

City, California (Sega will move to San 

Francisco later this year), are hard at work on 

first-party titles for 1999, 2000, and 2001. But 

the most important task at this stage? Lining 

up and supporting the third-party vendors 

who will provide the bulk of the software. 

PlayStation’s success, in large part, lies 

in the massive amount of support Sony gave 

third parties before it launched, as welt as the 

ease of development for the system. Thus, 

supporting thirdrparty development efforts is 

a top priority for Sega, and not by 

coincidence — much of the current Sega 

management team, including Bernie Stolar, 

came from Sony’s third-party department. 

Sega made a huge number of mistakes 

in attempting to transition between 16-bit and 

32-bit. The 32X, the multiple system 

marketing strategy, the aloof attitude it took 

toward third parties, the difficulty of 

developing for the dual-processor Saturn, the 

lack of quality first-party software at launch, 

the high price, the underpowered technology 

- all these things contributed to the (almost 

inevitable) failure of Saturn. But unlike the 

Sega of 1995, which refused to admit that 

anything was wrong, the Sega of 1998 is 

composed of an entirely new team, one that 

recognizes the mistakes of the past and is 

determined not to repeat them. Can the 

company come back? That will be decided by 

the marketplace, but the initial plans and 

efforts certainly seem promising. 

Next Generation is pleased to bring you 

an exclusive, detailed report on the state of 

the Dreamcast development effort as it 

stands in September, 1998. Over the next 12 

pages, we’ve brought you a complete look at 

Sega’s third-party strategy, its technology, 

the reactions of key developers for the 

system, the first games, and 

technology demos. 

The VMS (above) connects to 
controllers and other VMSs. 
Expect Dreamcast to ship with 
at least one VMS in the box 

ovember 20,1998, will certainly go 

down as the most important day in 

Sega’s history. On that day, Dreamcast will 

ship in Japan, and the system that will either 

remake Sega as a console powerhouse, or 

firmly doom it to also-ran status, will be 

released to, Sega hopes, an excited public. 

Ten months later, Dreamcast will ship in 

North America. 

Dreamcast will likely launch without 

serious competition from Sony or Nintendo 

(beyond the predictable price drop, of 

course), so the success or failure of 

Dreamcast in the U.S. will rely on two main 

factors: the games and the marketing. 

Mindful of the fierce competition in the 

console wars, Sega is unwilling to discuss 

marketing beyond general terms: dollar 

numbers ($100 million) and partners (Foote, 

Cone & Belding). But the company is keen to 

talk about games, or, more precisely, the 

things first parties need to do to foster great 

games - provide solid hardware and a 

supportive development environment. 

Today, roughly one year before the 

One of Dreamcast's 

promotional videos 

flashes up a number 

of interesting images. 

From top: Sonic is 

definitely set to make 

an appearance on the 

new console, but in 

what form, and can it 

erase the memory of 

the aborted Sonic X- 

Treme? The car below 

may be from Bizarre 

Creation’s forthcoming 

Metropolis. Could this 

be Dream Nights 

(third) and a version 

of Virtua Striker 2 

(fourth)? Warp’s D2 is 

the only officially 

announced title, but 

Ubi Soft is rumored to 

be converting Tonic 

Trouble and Rayman 2 

to Dreamcast, as is 

GT with Unreal. 
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AN AUDIENCE WITH 
SHOICHIRO IRIMAJIRI 

Sega's boss talks about the costs, the competition, and Dreamcast's bid for worldwide domination 

0ega never expected that an outsider would 

have so swiftly demolished its preeminence in 

the videogame market. But armed with a powerful 

machine, Sony did exactly that, pulling the rug from 

under its rival’s feet and redefining how a console 

could - and should - be designed and marketed. 

But Sega has learned fast, slimming down its 

management structure and ditching the overcomplex 

Saturn in favor of the sleek Dreamcast. At the head of 

the change has been Sega Enterprises Ltd.’s 

president, Shoichiro Irimajiri, ex-Honda, ex-Formula 

One engine designer, and now Dreamcast devotee. 

He’s a confident figure, with clear, intelligent eyes 

and a broad command of the English language. Along 

with Kazutoshi Miyake of Sega Europe and Bernie 

Stolar of Sega America, Irimajiri is providing the 

company with an open and dynamic approach to 

developers and consumers. 

Inside Sega’s Tokyo headquarters, Next 

Generation was granted an interview with Irimajiri to 

learn about his views on Dreamcast, Sega’s fresh 

direction, and how the dominance of PlayStation can 

be overcome. 

Next Generation: So tell us about your 

competition — Sony. 

Shoichiro Irimajiri: As you see, the 

performance of the hardware is far superior to the 

PlayStation’s. Most of the third parties say that they 

want to develop their lead titles for Dreamcast 

because of the superiority of the hardware, and I think 

that gives us the upper hand for one or two years. The 

most important thing is that before PlayStation 2 

comes out, we get a considerable share of the market 

and generate enough momentum to carry through. 

Even though PlayStation 2 will come out in 1999, our 

hardware will remain superior because I believe all of 

the basic elements [of Dreamcast] are the most 

advanced technology available. However, we 

recognize that Sony is our most fierce competitor. 

At Sega's corporate headquarters in Japan, 
the strategies for making Dreamcast a 
worldwide success are being finalized 

NG: Is Dreamcast deliberately being launched 

between the two incarnations of PlayStation, and if so, 

wouldn’t it make sense to do the same in the West? 

51: We had a difficult situation in Europe and 

America with Saturn, and we’ve learned a lot. We 

recognize that doing business in the U.S. and Europe is 

far more difficult than in Japan, so we decided that we 

must be 200% prepared for Dreamcast’s launch next 

year. This year we are running at 100% in preparation 

for the launch in the domestic market [Japan]. And, as 

you know, in Europe and the U.S., game development 

takes a lot longer — 18 months on average. When we 

launch Dreamcast in the Western markets, we will have 

a lot of titles because we can transfer our best 

Japanese releases, and also we will have the third- 

party titles. This will be the first time for us to launch 

with enough titles for the U.S. and Europe. 

NG: Historically, though, being first to the market 

hasn’t always been a successful strategy for Sega, 

such as with the Mega Drive in Japan. What makes 

Dreamcast different? 

51: Right now, the so-called next generation 

consoles - Saturn, PlayStation, and N64 - are all set 

to be upgraded. We will do it this year. If PlayStation 

becomes PlayStation 2 next year, and Nintendo 

upgrades in 2000 or 2001, then it will be a time 

where all the platforms are changing. We think that 

the issue of who is earlier or who is late may not be 

such a big issue. 

it true that the Western markets are now more 

51: Our economy is not good, so who will excite the 

market? We will! Young people say they can’t find 

specific things to buy at Christmas. They need to buy 

a more attractive new machine. This is it. 

NG: How much damage has the Sega brand taken 

SI: We have lost some credibility among our Saturn 

users — even in Japan — because they have seen the 

PlayStation become the dominant force. To recapture 

their minds, we have to convince them that Sega is 

serious about satisfying its customers. In the past, 

Sega has never created such a huge conference to 

send its message to the world. Up to Dreamcast’s 

launch on November 20, we will be taking all 

opportunities to send our message to our customers. 

NG: It seems like Sega is being far more open than 

51: I have been saying only one thing: Think and 

look at things from the customers’ point of view. In 

the past, I think that Sega has maybe been arrogant. 

We decided to be far more open and listen to 

our customers. 

NG: Back on the subject of Saturn, where does the 

Dreamcast announcement leave the older machine, 
92 



given that it’s still popular in its domestic market? 

SI: If there is demand for Saturn hardware, then 

we’ll supply it, and we’ll also support any software 

development for it. There are around 150 titles for 

Saturn yet to be released — we’re encouraging the 

third parties to develop Saturn titles. Some 

companies are thinking there will be less competition 

on Saturn. As you know, in the Japanese market there 

is huge demand for 2D animation. So, probably 3D 

titles will go to Dreamcast and 2D titles might go 

to Saturn. 

NG: Another popular genre in Japan is the RPG, a 

market over which Sony seems to have a 

stranglehold. Do you think that Dreamcast will be 

an attractive prospect for developers such as 

SquareSoft? 

SI: The biggest advantage of Dreamcast is to 

provide almost movielike graphics for games. So, 

when you think about role-playing games, it’s a kind 

of movielike story. In the past, even though the 

computer graphics behind RPG gameplay were nice, 

when you went into the game the graphics 

suddenly changed! But with the performance of 

Dreamcast, the visuals will be exactly the same 

throughout. I think this machine is the ideal 

machine for RPGs. 

NG: As for other game genres, did you opt for 

Microsoft’s operating system mainly to encourage 

Western developers to produce titles for Dreamcast? 

SI: The reason to use Windows CE is simple. We 

wanted to have a much wider range of titles for 

Dreamcast. Some developers who have very good 

engineering capabilities will not use WinCE. They 

might write directly to the hardware and get good 

performance. That’s OK. We are very fond of titles 

that have existed in the past — such as driving and 

fighting games — but we think that through the 

much higher performance of the hardware, the 

boundary of the new generation of titles will be far 

broader than before. For those people, the WinCE 

development environment offers a favorable 

situation. Almost 120 developers have already been 

confirmed worldwide, and we have delivered around 

1,000 development kits. 

NG: How much is Sega spending to evangelize 

Dreamcast to developers and consumers? 

SI: Roughly, worldwide, $500 million. For the 

development of the hardware, it costs $50 to $80 

million. For the software development, $150 to $200 

million, and for the marketing in each territory, we 

will spend $100 million. That’s huge numbers. When I 

was involved in the auto industry, it cost about $200 

million to design the engine, chassis - everything. 

For the tools and dies it cost $200 million, and to 

launch a new car it cost $200 million. So that means 

$600 million, the same as to launch this tiny 

machine! I don’t understand ... [laughs] 

NG: Including a modem in the console was a 

brave and positive move, but it’s proving hard for 

some companies to make a profit from online 

gaming. What makes you think that Dreamcast can 

break the mold? 

SI: There is some consensus of thought on this 

matter among Japanese developers. Online facilities 

will be a mandatory requirement for all game 

development in the very near future. At the same 

time, we know that we can’t make money from the 

online game business, but we also know that 

everyone has to add value by developing online 

gaming. I discussed this issue with lots of top 

management people from the big publishers. They all 

said that it will be hard to make a profit from online 

gaming over the next few years. But still they have to 

explore the business opportunities. 

NG: Looking at the machine’s casing, it seems that 

the modem is removable... 

51: That’s right. Modem performance is always 

changing, and in the U.S. there might be a kind of 

high-performance cable modem. In that case, the 

consumer can replace the modem board. 

NG: What is Sega’s strategy now regarding its 

internal software development? 

SI: Our arcade people are already working on 

versions of our best games. Yu Suzuki already told 

me that he has exceeded the power of Model 3 on 

Dreamcast, so we can expect a lot of arcade titles to 

come out for the home. On the other hand, the 

demand for quality titles from consumers is much 

higher than before. As you know, the Naomi arcade 

system is related to Dreamcast but will be more 

powerful. So we will carefully select only the arcade 

titles suitable for conversion. 

NG: There was a hint at the presentation that a 

certain blue mascot might appear on Dreamcast ... 

51: Sonic will remain as the major character for 

Sega, but we also want to bring lots of new characters 

forward, and that’s one of the major challenges. 

DEMO 1: IRIMAJIRI 
Devised by ex-AM division creative 

Tetsuya Mizuguchi (who recently switched 

to consumer game development), the 

first of Sega’s technical demonstrations 

featured a motion-captured 

representation of Shoichiro Irimajiri’s 

head. Running in the console’s standard 

640x480 resolution, the quality of the 

texture maps used was immediately 

impressive. Essentially the title poked fun 

at Nintendo's introductory sequence for 

Super Mario 64, and was complete with 

light sources that circled around 

Irimajiri’s head (second from top). 

Of the various effects showcased in 

the software [some of which still images 

cannot convey), the morphing between 

shapes proved particularly notable. At 

one stage, the head blended into a golf 

ball before being struck off the screen. 
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DEMO 2: BABYLON 
Another of Sega's AM stars was called in 

to produce Dreamcast’s second 

demonstration title. Yu Suzuki’s Babylon 
proved a better indicator of what can be 

expected from Dreamcast game 

environments. 

Scattered around the foot of the 

central tower were scores of houses, 

each mapped with a high-resolution 

texture. Zooming close into the buildings 

simply resulted in more and more detail 

becoming clear, with no hint of frames 

dropping space.The lighting was dynamic 

and switchable between day and night. 

High-end, accelerated PCs offer a 

similar performance, but when launched, 

Dreamcast will offer $2,500 

performance for around $250. Tempted? 

Next Generation suspects the best is yet 

to come. 

THE THIRD-PARTY 

Third parties = success. How Sega puts itself into the equation 

ne of the biggest factors in the failure of Saturn 

was the low number of third-party titles, a 

direct result of the difficulty of developing for the 

system. Sega’s attitude toward third parties, coming 

off its seemingly invincible, 16-bit days, didn’t help, 

nor did the company’s bizarre attempt to 

simultaneously market Saturn, Genesis, Sega CD, and 

32X (we won’t even mention CDX or Neptune). But 

Sega says things are different now. 

“I think the advantage we have this go-round is 

that Sega is humble, and focused on one product,” 

says Gretchen Eichinger, director of third-party 

licensing and technical support at Sega. “It’s really 

difficult to try to manage numerous product lines and 

try to launch a new product. But now we’ve cleaned up 

the past, and we’re focused. It’s like we’re a startup 

department. Before a game is released, code shown to 

the first party is supposed to be confidential, but in the 

past, Sega’s reputation for confidentiality hasn’t been 

the best. “This is one of the things we structured 

differently this go-round,” says Eichinger. “We wanted 

to make sure our licensees were getting technical 

support from the third-party group, as opposed to 

[what used to be] part of first-party internal 

development. This way, when developers talk to us, 

they can be sure the information won’t ‘go across the 

hall’ to a competing Sega development team.” 

Another major change? Publishers will have a 

choice about who manufactures their discs. Sega plans 

on licensing out manufacturing of its proprietary, high- 

density CD format to a number of CD replication plants 

across the country, then letting third parties deal 

The biggest question in many publishers’ minds must be, 

“Why bother?” Given the success of PlayStation, is there 
any need, financially, for publishers to support Dreamcast? 

again, and that’s what’s really kind of fun about this.” 

“In terms of third parties it’s a very different 

company,” adds Neal Robison, Sega’s director of 

developer support and technical evangelist. “I think 

the attitude about the role that third parties play in our 

success is very different.” 

Still, gaining a substantial stable of third parties 

is by no means assured. The biggest question in many 

publishers’ minds must be, “Why bother?” Given the 

success of PlayStation, is there any need, financially, 

for publishers to support Dreamcast? “The research 

we’ve done,” says Eichinger, “and the research that 

we’ve gathered from other sources indicates that 

PlayStation is going to top out on hardware sales this 

year, and software probably next year. So people are 

already looking for their next system [to develop for].” 

Another point for Sega is that many companies, 

regardless of the market, are simply getting tired of 

developing for PlayStation. “We’ve got developers 

telling us, ‘I’ve done the same game on PlayStation 

three times now,”’ says Robison, and this has been a 

key part of Sega’s third-party strategy. Says Eichinger, 

“One of the things we’ve done is not only approach the 

publishers from the top down, but also make sure 

we’re successfully evangelizing the technology from 

the bottom up to the developer community.” 

Sega has made a number of changes 

to the way it does third-party business to try to make 

the third-party relationship as painless as possible. 

One of the most important has been to move 

developer technical support to the third-party 

directly with those manufacturers. “We figure most of 

the big publishers in this business are more than 

capable of managing their own manufacturing, so we’d 

like to let them do it,” says Eichinger. 

One of the most contentious areas in the first- 

party/third-party relationship has always been product 

approval. To get the final “stamp of quality” before a 

product is sent to manufacturing often requires several 

tries, sometimes delaying a product beyond a critical 

launch window. Again, Eichinger says that Sega has 

changed. “We think it’s appropriate that Sega evaluate 

titles for quality; after all, it’s our name on the box, but 

we’re looking at a system wherein we would evaluate 

titles in their alpha and beta stage, on a milestone 

schedule that would be separate from a final quality- 

control submission done at the end of the product life 

cycle. Because by the time someone submits, they’re 

This shot of incoming running on a PC-based 
PowerVR card shows Dreamcast’s potential 



done. We want to address qualitative design issues 

early in the development cycle.” According to 

Eichinger, developer reaction to the idea has been 

strong. “We expect to look at 500 to 600 proposals a 

year, so publishers are very anxious to hear what Sega 

has to say about a game.” 

Although Sega is talking to anyone with 

a development office in the United States or Canada, 

development kits are still being allocated carefully 

because of strong demand in Japan. “It’s a balancing 

act,” says Eichinger, “because on the one hand we 

want to make sure that we effectively evangelize the 

console for developers, and if people have new and 

innovative ideas, we don’t want to close our eyes to 

that. But at the same time, we need to focus on quality, 

and there are typically only a handful of companies that 

do that. So we want to be open, but at the same time 

we need to make sure we end up with good titles.” 

According to Eichinger, publisher reaction has 

been strong. Although only a few have been publicly 

confirmed, Eichinger says that Sega is “in contract 

negotiations with all the major publishers. If you talk to 

the frontline people, the programmers, they’re all really 

Lighting effects like these will probably be a 
common sight in Dreamcast titles 

excited, but of course if you talk to the CEO, that person 

is always going to take a hard line to negotiate the best 

contract. The bottom line coming out of E3, though, 

was that everyone said, ‘We plan on supporting Sega 

and supporting Dreamcast, no question.’” Is there 

anyone Sega isn’t talking to? “Well, we don’t really feel 

comfortable dealing with wholly owned subsidiaries of 

our competitors,” she says. (Psygnosis, a wholly owned 

subsidiary of Sony, fits this category). 

“It’s pretty exciting,” says Eichinger, “because 

after all the meetings we’ve had, no one has even said 

anything like, ‘It’s great, but I wish you had added a 

little bit more of this,’ or ‘If it were a bit faster,’ or ‘If it 

could only do that it would be truly great.’ Instead, it’s 

universally been, ‘Wow, we can do some really, really 

cool stuff.’ We could always be bigger, better, faster, 

but what we’ve delivered and what they’re going to be 

able to do with Dreamcast just has everyone trying to 

figure out how to use it. ‘How do we use the VMS? 

How should we use the modem? What’s your online 

service going to look like? How can we take advantage 

of that? How can we get closer to Neal and his group? 

We’d like to come sit on your laps’ [laughs]. I mean, 

what else do you want? It’s been pretty neat so far.” 

1) DREAMCAST IS ONLY 

AS POWERFUL AS A 

GOOD 1998-LEVEL PC. 

“Because the specs are described in a way that 

relates to a PC,” says Neal Robison, director of 

advanced developer support and technical 

evangelist, “and there are several components in it 

that quite frankly look like a PC, that may be the 

impression. But it’s really far from the truth. The 

architecture of this system is designed from the 

ground up to be optimized for console gaming.” 

“Think about how many compromises games 

have to make to work on different platforms and 

configurations,” says John Smith, developer 

relations manager at PowerVR. “The nice thing 

about a console is that it’s all one known system, 

all the vendors have worked really closely 

together, it’s all extremely well-documented, 

and the developers know exactly what they 

have to work with, and because they know 

those parameters, they don’t have to ever 

sacrifice anything.” 

Adds Charles Bellfield, NEC’s product 

marketing manager, “What we have been able to 

do is design a processor, which is optimized for the 

other components that coexist with it— that just 

doesn’t happen on a PC. There are limitations on 

the PC — from trying to read a joystick port to 

sound compatibility to how fast you can load in and 

out textures — compared to Dreamcast, which was 

built from the ground up, with everything designed 

to be compatible and to help developers create that 

ultimate gaming experience.” 

“Something that allows for information to 

travel amongst the different components of this 

closed-box architecture," concludes Robison, “each 

one of which has been tweaked for videogames, is 

just something you can’t have on a PC.” 

2) THE HITACHI SH-4 

IS ONLY 20QMHZ — MY 

PENTIUM IS FASTER 

THAN THAT! 

First, comparing the megahertz rates of different 

CPUs is meaningless. Second, unlike the Pentium, 

the SH-4 is optimized for floating point math 

performance. “Floating point,” explains Robison, 

“gives you the accuracy and gives you that ability to 

manipulate 3D calculations, specifically the matrix 

transforms that every serious developer is using.” 

3) WITH THAT WINDOWS 

CE OS, DREAMCAST 

IS GOING TO BE THE 

HOME OF LOTS OF 

SHOVELWARE PORTS. 

“Believe it or not,” says Gretchen Eichinger, 

director of third-party licensing, “the publishers 

are actually concerned about that happening. The 

way we at Sega typically think about ports is that 

it’s not very good business. The best games are 

the ones that are specifically designed for the 

particular hardware in question, and if a company 

is pursuing a porting strategy, it just doesn’t seem 

like a very smart strategy, either from a quality 

standpoint or a business standpoint.” 

So does this mean that Sega will simply 

refuse to approve PC-to-Dreamcast ports? "You 

know, as a platform holder, you’ve got a carrot and 

a stick to work with. Sega is much more interested 

in using the carrot,” says Eichinger. “We hope we 

can convince people that it just doesn’t make 

sound business sense, but the bottom line is, 

we’re going to manage quality. We want to make 

sure that the consumers who have stood by Sega 

and those who buy Dreamcast are able to play the 

kinds of games that this machine is capable of 

delivering, so we’re going to be tough.” 

-4) IT’S GOT A MODEM, 

IT’S GOT A KEYBOARD ... 

IT’S NOT REALLY A 

GAME SYSTEM, IS IT? 

Eichinger responds: “Clearly, we have a design 

that’s going to enable us to do a lot of other 

things with the box, but you can be assured that 

short-term, our focus is on our core business, 

which is videogames. We’re going to deliver the 

box, the games, and the marketing behind that. 

After that, there are certainly opportunities for 

noncore business development, but they’re very 

secondary at this point. It’s a videogame machine. 

That’s where we’re focused.” 

5) AFTER 32X, SATURN, 

AND SEGA CD, JUST 

PUTTING THE WORD 

"SEGA” ON A CONSOLE 

IS GOING TO DOOM IT 

TO FAILURE. 

Lee Caraher, Sega’s VP of corporate 

communications, responds to this with a hearty 

laugh. “There are several companies and media 

outlets around the world — like Forbes, Fortune, 

Business Week, and Interbrand, which is globally 

renowned for building brands — that have come 

to us and said, ‘Your brand is still strong. Do not 

give it up.’ The name Sega means so much. All of 

our research shows that people associate Sega 

with good games. Some people are never going to 

be satisfied with Sega’s strategies, and they are 

going to have to deal with that themselves, but to 

throw away the brand name in this country would 

be insane.” 
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DREAMCAST 
GAMES 
The following is a list of 

games that our sources 

have indicated are 

currently under 

development for 

Dreamcast. We should 

note, however, that none 

of these titles has been 

officially confirmed, and 

also that there are 

probably some titles in 

development that are not 

listed here. 

3D character adventure - No Cliche 

(2 titles in development) 

Age of Empires - Microsoft 

Akolyte - lonos 

Basketball - Sega/Visual Concepts 

Battlezone 2 - Activision 

Black and White - Lionhead/EA 

Blitz 2 - Midway 

Bug 3 • Sega 

Carmageddon 2 - Interplay 

Castlevania 3D - Konami 

Command & Conquer - 

Westwood/Virgin 

Croc 2 - Argonaut 

D2 - WARP 

Dark Earth Adventure - 

Kalisto/MicroProse 

Daytona USA 2 - Sega 

Dead or Alive 2 - Sega Arcade 

Die by the Sword 2 - 

Interplay/Tantrum 

D-Jump • Ubi Soft 

Dragon game - Konami 

Drakan - Surreal Software 

Drive-By - Bizarre Creations 

Duke Nukem - GT Interactive 

Dune 3K - Westwood/Virgin 

Ecco the Dolphin - Sega/Appaloosa 

Extreme GX - Acclaim 

Fighting Bushu - Konami 

Fighting Force 2 - Eidos 

Fighting Vipers 2 • Sega 

Football - Sega/Visual Concepts 

Fox Sports Games - Fox Interactive 

Futuristic Racing Game - Midway 

Gauntlet - Midway 

Get Bass - Sega Arcade 

Gex 3D Part Two - Crystal Dynamics 

Giants - Interplay 

Grandia - ESP 

Gun Griffon III - ESP 

Hockey • Sega/Visual Concepts 

King of Fighters 99 - SNK 

LA Riders - Sega Arcade 

TECH DEMO 
Screens taken from a technology demo running on a prototype graphics 

development system with less than half the performance of the final 

Dreamcast console 

DEMO OF PARTICLE ROOM 
Represents examples of advanced texture mapping, a particle system, and 

advanced polygon processing capability. The particle system is represented as a 

fire, and animated particles rising from the fires heat into the shape of a dinosaur. 

All of the graphics in the room are handled in the system’s graphics chip so the 

CPU can be used for Al, a particle system, or other gameplay elements. 

WALLPAPER 
AIMD WOOD 
Demonstrates advanced 

mip-mapping techniques, 

which let the graphics scale 

without breaking up, no matter 

how close the gamer gets to 

the wall. Can use point, 

bilinear, trilinear, and anisotropic 

mip-mapping. 

DINOSAUR 
PARTICLE SYSTEM 
Shows 1,000 particles and 3D 

model of dinosaur floating above 

fire. Each particle has its own 

behavior. The particles rise from 

the fire and take on the shape of 

the dinosaur. The CPU is running 

this animation. 

MOUNTAIN/LAKE/HOUSE SHOT 
Displays a scene built with more than one million polygons. System’s graphic 

performance eliminates the need to use fog because there is no background pop-up. 

Cloud layer is built with 3,000 polygons and is translucent, letting sun shine through 

in different degrees depending on thickness of cloud layer. Causes varying shadowing 

effects on terrain below. The water is not made up of a single texture, but instead built 

from many polygons for more lifelike movement. Objects below water are made with 

single-pass translucent rendering, something no other PC or gaming machine can do. 

96 



FRUIT BASKET 
Made up of more than 90,000 

polygons per second. If this scene 

were on PlayStation, the basket of 

fruit would max out the PSX’s 

polygon capability. 

TEXTURE ROOM 
Uses 40 different textures ranging 

from 8x8 to 256x256 resolution. All of 

the textures in this entire room take 

up less than half of the system’s 

VRAM uncompressed. 

REVOLVING GLOBE 
Represents a special texture-blending 

technique that constantly changes the 

surface of the globe while keeping it 

translucent so you can see the 

background through it. 

LACE 
Can actually go through the lace 

without seeing any breakup in 

the graphics. System is rendering 

the entire room behind the lace. 

Each edge is anti-aliased. 

HOBBYIST 
DEVELOPMENT 
Sony’s Wet Yaroze 

program has been 

influential in resparking 

an interest in hobbyist 

and underground 

development. 

Is Sega planning 

anything similar? 

Neal Robison, director of 

developer support and 

technical evangelist at 

Sega: “Certainly at launch 

the focus has totally got to 

be on games and putting 

our resources in the right 

place and making sure 

we’re supporting the right 

developers. So in terms of 

the launch strategy, 

[hobbyist development kits] 

would not be part of it. But 

we’ve got some ideas 

[laughs] ... 

"After the launch ...” 

DUCK IN POOL 
Demonstrates specular highlighting on waves for more realistic wave patterns. The 

room shows different lighting sources, ranging from ambient lighting to multicolored 

directional lighting, specular highlights, and a modifier light volume. The modifier 

light volume is a geometric volume of light. When it intersects with any other object, 

it can change specific lighting and texture behavior on a pixel-by-pixel basis. 

Last Bronx 2 - Sega 

Le Mans 24 - Sega 

Looney Tunes - Infrogrames 

Lost World Arcade - Sega 

Lunar - ESP 

Madden 2000 - EA Sports 

MechWarrior - FASA 

Interactive/MicroProse 

Messiah - Shiny 

Metal Gear Solid 2 - Konami 

Metropolis - Bizarre Creations 

Mortal Kombat 4 - Midway 

Motor Raid GP - Sega 

MRC 2 - Genki 

Munch’s Oddysee - GT Interactive 

NHL 2000 - EA Sports 

Nights: Into Dreams 2 - Sega 

Omikron - Eidos 

Outcast - Infogrames 

Panzer Dragoon - Sega 

PenPen Triathlon - General 

Entertainment 

Prince of Persia 3D - Red Orb 

Quake 3 - ID/Activision 

Rayman 2 - Ubi Soft 

Resident Evil 4 - Capcom 

Rush 2 • Midway 

Samurai Shodown DC - SNK 

Scud Race - Sega 

Sega Rally 2 - Sega 

Sega Sports Series - Sega 

Skies - Paradigm 

Skies - SegaSoft/Paradigm 

Soccer - Sega Japan 

Sonic 3D - Sega 

Sonic RPG - Sega 

South Park - Acclaim 

Street Fighter 3: 2nd Impact - 

Capcom 

Super GT - Sega Arcade 

Tenth Degree - Atari Games 

Title Defense - Climax 

Top Skater - Sega Arcade 

Total Annihilation 2 - Cavedog 

Trespasser - DreamWorks 

Turok 3 - Acclaim 

Ultimate Race - Kalisto/MicroProse 

Unreal - GT Interactive 

Untitled game - Red Lemon 

Untitled original game - Activision 

Vampire Savior - Capcom 

Vehicle Combat Game - 

SingleTrac/GT Interactive 

Vigilance - SegaSoft/ 

AnyChannel/PostLinear 

Virtual Cop 3 - Sega Arcade 

Virtua Fighter 3 - Sega Arcade 

VR Sports Series - VR Sports 

World Series 2000 - Sega 

World Series Baseball - Sega Japan 97 
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DEVELOPMENT 
ENVIRONMENT 
Sega has a unique strategy: "Code first, hardware later" 

ne of the biggest reasons Saturn failed was the 

sheer difficulty of developing for its dual SH-i 

processors, compounded by a lack of 3D APIs or 

libraries provided by Sega. Eventually the company did 

provide a set of libraries so complete it virtually 

constituted a new operating system, but it was hard- 

pressed to compete with the PlayStation’s well- 

thought-out, easy-to-use development environment. 

This time, however, Sega and its development 

partners, Microsoft and PowerVR, are determined to 

make Dreamcast development as easy as possible. 

While Set 5 development systems that contain final 

Forsaken, running on PowerVR Second 
Generation in a PC, shows what kinds of 
effects players can expect — at minimum 

hardware were only just going out the door in July, 

many developers already had projects well under way. 

How? The Set 4 and earlier systems enabled 

developers to use a PC, Microsoft’s Windows CE 

development environment, and a prototype of the 

PowerVR second generation technology chipset. 

This head start is important because PowerVR’s 

rendering technology, based on “infinite planes,” or, as 

the company prefers to refer to it, “tile-based 

rendering,” isn’t exactly the method developers are 

used to. Microsoft and PowerVR have worked closely 

on integrating PowerVR’s features into the DirectX 

APIs, so developers don’t have to worry about it. 

“One of the things that we and Sega talked about 

a long time ago,” says John Smith, developer relations 

manager at NEC, “is that we would tie our PC efforts 

into where Sega’s efforts are going. So we would work 

a lot more closely with a developer we knew Sega was 

going to target as well, to help them learn more about 

PowerVR early so that when Sega approached them 

with Dreamcast, they’d say, ‘Hey, we already know 

about tile-based rendering and all that other stuff.’” 

“One of the important things to recognize,” adds 

Charles Bellfield, product marketing manager at NEC, 

“is that this isn’t new to developers. They’ve known 

about PowerVR second generation technology for two 

years or 18 months, and they know, from PowerVR first 

generation, the core technology. And we’ve already 

seen some of the examples of this at E3 and other 

places. And now they’ve got 18 months before 

anything ships in the U.S. — that’s much longer than 

developers had with PlayStation. 

“One of the luxuries of being someone like NEC is 

that you have the financing and the backing to say, 

‘What are our objectives? Where do we want to be five 

years down the road?’ and to decide we want to work 

with that company and we want to be active in that 

market. And then go speak to developers here, speak 

to the publishers, the prospective customers, and 

when you get their wish list,... just deliver everything 

they want, everything that the game developers need.” 

Sega isn’t talking much about the custom Sega 

OS or Sega’s proprietary 3D API (even the name is 

considered a state secret at Sega), but more is known 

about the Windows CE development environment. 

The Windows CE toolkit for Visual C++ 5.0 

includes a compiler and tool set optimized for the SH- 

4. An SH-4 compiler and debugger for the C++ IDE 

includes inline SH-4 assembler support and a straight 

SH-4 assembler, which will theoretically let people go 

“straight to the metal,” even when using Windows CE, 

as opposed to Sega’s OS. Microsoft will also provide a 

custom version of DirectX, code-named Ninja, which 

takes advantage of PowerVR second generation 

features, like modifier volumes, that are currently 

unsupported in DirectX 5 or 6. 

We will have more details about the development 

system (and its results, of course) in coming months. 

DEVELOPER TALK 
Michael Abbot, senior VP of product development at Midway’s San Diego studio 

NG: How has working with Sega decision comes out, but we haven’t I can’t say how the SH-4 performs arcade, then you can use that game to 

been this go-round? made it yet. because we haven’t run it through all release characters on the home game, 

MA: Sega has been really great NG: Sega has been very keen to our tests down here, but floating point and going the other way, then you can 

with us — letting us know everything tout the floating point performance of is really key going forward. use the home game to release 

from the get-go. the Hitachi SH-4 processor. How NG: What do you think of the VMS characters in the arcade game and 

NG: Midway’s biggest strengths lie important is floating point to you? Is [Visual Memory System]? give it a whole new life in the arcade, 

in the arcade. How hard will arcade- integer performance good enough for MA: We saw it at E3, and we were NG: Will Dreamcast simply make 

to-Dreamcast conversions be? the kind of quick and dirty 3D most really intrigued with it. One of our the kinds of games we have now look 

M A: You know, it was a concern at games use? games is going to implement that better, or do you think it will enable 

the beginning when they were MA: No, no. Floating point is right off the bat. entirely new gameplay styles? 

developing the hardware, but Sega extremely important. The future is NG: Will Midway put VMS ports in MA: Well, it’s definitely going to 

has been very open in listening to floating point. Down here, we’re going arcade games? let us make the staples look better, 

what our needs are going to be, so I through this now, comparing our MA: Possible. Possible [laughs]. You’re going to get a better football 

don’t think it’s gonna be a big deal. MIPS processors versus Intel versus Extremely likely. We’ve talked to other game, a better driving game, etc. But 

NG: Are you planning on using the SH-4. The real equalizing factor people in the past about that, and it’s is the new hardware in Dreamcast 

Windows CE or Sega’s OS? here is floating point — from PC to extremely likely that you’ll see going to let the creative folks come up 

MA: Our company has traditionally PlayStation 2 to Dreamcast, making something along those lines. We’re with crazy stuff? I don’t know. It’s 

always done things right at the metal. conversions across all platforms is excited as an arcade company about really up to the creative people now. 

We like that we can use every ounce going to be simpler because we aren’t the possibility of linking our home This thing is so powerful that the 

of power on the machine. It’s going to going to have to waste time doing games with our arcade games. You emphasis is going to be on creativity 

be really interesting to see how that floating-point-to-integer conversions. know, a new game goes into the and not on technology so much. 
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SENGOKU TURB AND 

NEC returns to the game business — can Bonk 3D be far behind? 

In addition to creating the 3D hardware for Dreamcast via PowerVR, NEC has another division, the recently 

formed NEC Home Electronics, creating games for Dreamcast. Extremely early shots of the first two, Sengoku 

Turb and Seventh Cross, are shown here, taken directly from the development system. NEC says it is looking 

into bringing both games to the U.S. and Europe. However, Next Generation believes the extremely stylized 

graphics of Sengoku Turb will likely limit its appeal to the domestic (Japanese) market. 

we'll be blunt: Sengoku Turb (top) looks a lot 
like a launch title from a team without much 
experience with the system. Seventh Cross 
(bottom) is a far more impressive effort, at 
least to look at 

DEVELOPER TALK 
Eric Hammond, Sega’s VP of product development 

NG: How dramatically will the 12X 

CD-ROM drive affect load times, 

especially start-up times? Will it be 

closer to six seconds (power on to 

play in Sonic 2), or 51 seconds (power 

on to play in a certain PlayStation 

racing game)? 

EH: Six seconds? Wow. It won’t be 

six seconds because of the security 

check and other CD stuff. But it 

should be fast. How fast, I don’t 

know, because the RAM is just now 

being finished. But the good thing is 

that we have a CAV drive — constant 

angular velocity, meaning the disc 

always spins at the same rate. So 

depending on where the data is on 

the CD, it will arrive at different 

speeds. There’s a really nice tool — 

I’ve never seen one like this before — 

to find data on specific locations on 

the disc. You can organize your 

content by how fast you need it to be 

loaded in. 

NG: What kinds of games are you 

working on? Franchises? Or is that 

being handled in Japan? 

EH: Well, we’d be stupid not to 

take some of our franchises and build 

on them, but part of Sega’s strategy 

in coming out with a new console is 

to come out with stuff that’s new, 

that’s different, that’s radically 

altered. You really have to cover both 

sides. What’s cool is that at first 

party, our charter is to do something 

different, and we have the money to 

do it, so we’re going to go out and 

build games that are not like 

anything else. 

NG: What about online? 

EH: Oh yeah, Toe Jam and Earl 3, 

online [laughs]. No, online is 

something we’re obviously paying a 

lot of attention to. I’ll leave it at that. 

NG: How’s development 

progressing? Is it frustrating to start 

developing on one system. Set 4, say, 

and then get a new one? Is it slowing 

the development process? 

EH: Oh, no! I mean, it’s really cool 

to see the beginning of our hardware 

and see it come through the process 

and then have the performance hit 

what we wanted, and then 

outperforming it. For example, in a 

sports game, we set our [polygon] 

budget and then we got the final 

hardware, and suddenly it was 

running at 150 frames a second. 

Someone said, “Should we add 

polys?” And I said, “No, no, it looks 

great. Let’s work on collision, let’s 

work on animation.” So, we’re getting 

lots of extra time to play with the Al, 

which is really cool. 

NG: How much of that is 

the SH-4? 

EH: The SH-4 is giving us a chance 

to say, “OK, we can push 10,000 

polygons a frame. No problem. We 

can push 20-25,000, so let’s back off 

the graphics a bit. It looks beautiful, 

let’s spend some time on the Al.” 

Traditionally, 10% of the time on a 

game is spent on Al, and 90% is just 

trying to cram in the graphics. And 

we don’t have to deal with that 

anymore. The SH-4 can do so much 

math and so much physics math, you 

can just hand the graphics portion off 

to the artists and you’ve still got all 

this room left over. You don’t have to 

make the sacrifices you used to. 
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THE DREAMCAST 

Sega has been very careful about its choices 

SEGA 

Dreamcast responsibilities: Sega is responsible for 

marketing the system and in charge of licensing all 

software. Sega chose the hardware partners, 

created the system architecture, and did the 

console’s industrial design. 

corporate profile is perhaps lowest in the United 

States. Specialties include RAM chips, monitors, 

flat panel displays, and lately, 3D graphics 

chipsets. NEC once competed with Sega in the 

home market with the NEC TurboGrafx. 

HITACHI □ COMPANY INFO: Founded by 

American David Rosen in Tokyo after 

World War II, the company grew into a 

successful arcade manufacturer and was sold to 

Gulf & Western. After the arcade crash of 1982-83, 

G&W liquidated Sega in the U.S., but a Japanese 

management buyout saved the company in Japan. 

Dreamcast is the company’s fifth console after the 

S-1000, Master System, Genesis, and Saturn. The 

company’s revenues are nearly $3 billion per year. 

Dreamcast responsibilities: Hitachi is providing the 

CPU for Dreamcast. Although it is only 200MHz, 

the chip is optimized for floating point 

calculations. Hitachi will also manufacture the 

Dreamcast hardware. 

COMPANY INFO: Headquartered 

in Tokyo, Hitachi is the world’s largest 

electronics company, with revenues of 

NEC 

more than $68 billion last year. The company 

specializes in consumer electronics, computers, 

and microchips. 

Dreamcast responsibilities: NEC is providing the 

technology that will drive the graphics power of 

Dreamcast. The technology is based on PowerVR’s 

second generation, optimized for the Dreamcast 

system architecture and the Hitachi SH-4 chip. 

YAMAHA 

COMPANY INFO: A $49-billion 

yj firm, NEC is one of the world’s leading 

electronics companies, although its 

Dreamcast responsibilities: Yamaha is providing 

the sound hardware for Dreamcast, which is made 

up of two chips, a 32-bit ARM 7 RISC processor 

(some say it is more powerful than the 

PlayStation’s CPU), and a dedicated DSP. It will 

deliver 64 channels of sound, with 64-voice 

polyphony, as well as reverb, 3D sound, and other 

Mark Rein, Epic’s vice president 

PIRACY 
How worried is Sega about piracy? 

Neal Robison, director of developer 

support and technical evangelist: 

“Obviously it’s a concern, but we've 

been pretty lucky in that we have very 

good security, which I am not going to 

tell you about [laughs]. But in Taiwan, 

with Saturn, they were literally cutting 

rings off of [legitimate] discs to get the 

pirates to work. Plus, our custom CD 

format and the CAV drive should both 

help thwart casual CD-R piracy.” 

special features. Yamaha is also providing the 

high-speed CD subsystem. 

AC¬ 

COMPANY INFO: Founded in 

1887 (when it made reed flutes), Yamaha 

today is a global concern, making and 

selling everything from motorcycles to high-end 

music keyboards to industrial robots. The company 

has a reputation for creating products with an 

exceptional attention to detail. 

MICROSOFT 

Dreamcast responsibilities: Microsoft is providing 

one of the two operating systems for Dreamcast, a 

modified version of Windows CE. It is also providing 

a custom version of its development system and 

DirectX APIs, tailored to the PowerVR technology 

and the SH-4 processor. I- ■ COMPANY INFO: Founded in 

. , 1975 by Bill Gates and Paul Allen to sell 

- * * I BASIC for the Altair, Microsoft is now the 

dominant provider of operating systems, 

productivity software, and computer languages. In 

recent years, the company has made numerous 

efforts (Dreamcast, WebTV) to expand its OS 

business beyond traditional desktop computers. 

Revenues in 1996-1997 were $11 billion. 

DEVELOPER TALK 
NG: What do you think of 

Dreamcast? 

MR: “I think it’s gonna be pretty 

cool. It’s definitely a step in the 

right direction for consoles — it o 

provides a good base for people 

from the PC side to port their 

products easily, and it provides a 

much more powerful system than 

most console people are used to. 

We PC developers get a system 

that’s almost as big as a fat PC, and 

the console people get something 

even better. 

NG: Spoken like a true PC 

chauvinist. So you don’t think it’s 

going to be more powerful than 

a PC? 

MR: If anyone says that, they’re 

kidding themselves. The graphics 

technology is better, but the overall 

system is ... I mean, a $300 console 

versus a $3,000 PC, give me a break. 

When it came out, Nintendo 64 was 

more powerful than a PC, but that’s 

not true today. Maybe today 

Dreamcast is more powerful, but by 

the time it comes out ... 

NG: Are you worried about the 

RAM limitations? 

GT interactive's unreal will almost certainly make a Dreamcast 
appearance — and will likely look almost identical to this, if not better 
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THE GAMES 
All the technology in the world doesn't help if the games don't measure up 

with Dreamcast's built-in 
modem, multiplayer death- 
matches should be a natural 

50% or less of the final speed of the 

silicon, and they already run 

comparable to Voodoo2. You 

couldn’t tell the difference between 

Voodoo2 and PowerVR second 

generation, except the visual quality 

is better on PowerVR. The colors are 

a little better. If it’s going to do 

twice that, you’re talking SLI 

quality, and that means Unreal will 

look great. 

NG: How has developer support 

been from Sega? 

MR: So far so good. They’re 

definitely a new Sega there. 

NG: What do you think of the 

operating system strategy? Which 

will Epic use for Unreal? 

MR: Windows CE, probably. I 

never realized how cool it was till I 

started playing around with it. 

NG: How hard will the actual 

porting be? 

MR: Oh, trivial. From what we 

understand and what we’ve done, it 

will really be trivial. Easy. 

NG: What about multiplayer? 

MR: The four ports are cool, but 

my guess is we’ll do modem play. 

We could probably do [split screen], 

but because Unreal isn’t really set 

up for it, we’ll go for the modem. We 

expect there to be a good modem- 

to-modem API, and of course some 

kind of server too. We think right 

now we should be able to do 

Dreamcast versus PC play too, at 

least modem to modem. 

NG: Final thoughts? 

MR: Hmmm ... it’s cheap, great 

graphics, good OS. I think they 

really got it right. 

Regardless of how the VMS is used — and it’s 

certain to be used in ways that developers haven’t 

even imagined yet — it is clear that its inclusion as a 

standard system element will enable gameplay 

mechanics that simply are not possible with any other 

console. Although the VMS’s 48x32 LCD screen is not 

very impressive, the 8-bit processor inside is fairly 

powerful (for a memory card, anyway), and this bodes 

well for future controller pack add-ins. 

Another item exciting developers is the 

modem, since this is the first time they’ll be able to 

offer console players a chance at online multiplayer 

gaming. More important, SegaSoft will be providing a 

gaming service dedicated to Dreamcast owners. 

Because each system’s hardware will be identical, an 

extremely high level of integration and targeting can be 

done by the service, which should enable a high level 

of performance. Sega also confirms that in addition to 

point-to-point connections (that is, my Dreamcast calls 

yours), this online service will be Internet-based, not a 

dial-in service like DWANGO. “It’s going to be fairly 

easy, technically, for developers to add online 

functionality to multiplayer games, so it’s sort of a 

given for all the games that it makes sense for,” says 

Gretchen Eichinger, group director of third-party 

licensing. Persistent online games like Meridian 59 or 

Ultima Online (or SegaSoft’s own ic?,x) are also likely. 

“We’re in discussions right now with a number of 

publishers who are very interested in that, so I think 

the answer is yes, there will be persistent online 

High gloss, high action titles will likely be the 
mainstay of Dreamcast's library, but with all 
that power, perhaps new genres will emerge 

games for Dreamcast,” says Eichinger. 

In addition, a web browser will ship with 

Dreamcast (although neither Sega nor Microsoft will 

confirm that it’s Internet Explorer). There will also be a 

keyboard adapter available, although it’s still unknown 

whether any games will require the keyboard to play. 

More than new hardware features tike the VMS 

and modem, though, the sheer power of the system will 

make the biggest difference. “We’ve met all these 

people,” says Robison, “who see the system and are 

like, ‘Wow, now I can make this game that I’ve been 

dreaming of for three years.’ It’s like we’ve removed 

technology from the equation, and the only limits now 

are what the developers can think up.” 
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it’s got plenty of 

RAM. Twenty-four megs, 8MB 

VRAM — and a lot of Voodoo 

cards only have four. It’s got, 

what, six times more RAM than 

N64? No, the RAM is good, the 

graphics are great, and the 

processor... no comment [laughs]. 

NG: What have you done with 

the hardware so far? 

MR: We have Unreal running on 

it, on PowerVR second generation, 

already. 

NG: And? 

MR: It’s very powerful. We’ve 

been told the cards we have are 

hile Sega has made sure no third-party 

developers go on record about the games 

they’re working on, one thing that most developers will 

go on the record about is how enthusiastic they are 

about the possibilities that the expandable controller 

packs and modem offer. “We were at a developer last 

week,” says Neal Robison, Sega’s director of developer 

support and technical evangelist, “and one thing that 

kept the conversation going for like 30 mintues — in a 

roomful of 30 engineers who originally wanted to hear 

just about the graphics hardware — was the Visual 

Memory System. They just see so many opportunities 

with VMS to expand what you normally think of as 

direct interaction with a videogame. We were hearing 

ideas that we had never heard before — it’s clear 

developers are going to just grab this and run with it, 

and who knows where they’ll go.” 

Although some options for the VMS are no- 

brainers, like being able to select plays secretly in 

sports games, others are less obvious. One of the 

more exciting ideas is adding VMS ports to arcade 

games. Not only could players get downloads from the 

arcade machine to unlock secrets in home games, but 

the interaction could also work the other way: Players 

could use information from the home game to unlock 

secrets in the arcade. This would also help stop the 

recent slide in arcade revenue, which was caused in 

part by the rapid release of arcade games to the home. 

Training Dreamcast characters on the VMS away from 

the machine and joining VMSs to share information 

and codes are also strong possibilities. 
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WARP FACTOR 
Dreamcast's only officially announced title has been a long time coming 

Warp's eternal heroine, Laura Lewis (who not only starred in the original D, but also 
Enemy Zero), is back again. Can she escape being known as "the other Laura?" 

well, this answers one 
question: Things can blow 
up real good on Dreamcast 
— no worries there 

ith the hardware out of the bag and the marketing buildup 

aimed like a rocket at Sony’s stern, attention now turns to 

the software lineup — that crucial but previously misfired weapon 

in the war for market dominance. Quite unexpectedly, and 

seemingly more through luck than judgment, the first officially 

announced title for Dreamcast is Warp’s 02. 

Warp’s boss Kenji Eno is something a of pop personality in 

his native Japan, appearing regularly on hip TV shows and pulling 

huge crowds of young otaku at the annual Tokyo Game Show. 

Having first cleared his intentions with Shoichiro Irimajiri, 

Eno chose to announce his latest creation immediately after 

Sega’s own high-profile unveiling — a move he now claims, 

somewhat churlishly, to regret. But it was a smart move: Not only 

does he cash in on the immediate buzz surrounding the 

Dreamcast launch, but also he has the software playing field all to 

himself, at least for now. 

True to the decidedly oddball image of Warp, the 02 

presentation opened with a video that left many none the wiser as 

to the true content or nature of the game. Scenes consisted of 

mountain peaks, outer space, plane interiors, and close-ups of 

the heroine, Laura. Eno’s flair for dramatic music was underlined 

with a sonic mix that included the cries of wild birds, 

“Enordinately” loud heartbeats, and a symphonic score worthy of 

John Williams. The movie concluded with the Dreamcast logo. 

Eno then made his presentation, emphasizing that 02 is a 

game that will rely heavily on what he described as “real feel, real 

world, and a real story.” The game features a mix of gameplay 

styles that includes a shift from third- to first-person perspective 

during combat — an element that puts 02 firmly in the 

action/adventure bracket. It’s a long way from the 02 that was 

first touted for the never-released M2 console in 1997. The only 

element that remains of that game is the name. Gone is the 

Gothic haunted house, and gone too are the ponderous pace and 

overemphasis on puzzles. For Dreamcast, Warp has redesigned. 

m 

reprogrammed, and repositioned 02 as an action/adventure likely 

to appeal as much to Western audiences as to the eccentric tastes 

of Warp’s own loyal fan base in Japan, who last year helped push 

the original 0 up and over the magic one million sales mark. 

Following the official unveiling of the title in Tokyo’s Chiyoda 

district, Next Generation cornered the charismatic Eno to get the 

scoop on what is, if not the most eagerly anticipated Dreamcast 

title, certainly the most timely. 

Next Generation: Sega has a massive catalog of 

potential Dreamcast titles. Warp is a respected company, but it 

seems odd that 02 was chosen to be the first game announced. 

Kenji Eno: I was told that Sega would make an 

announcement on May 21, so I decided to make mine right after. 

I’d thought Sega would have shown its games before mine — I 

only heard one week before that Sega would not show any titles. I 

asked before the announcement what they intended to do with 02 

on the 21st and they answered, “Nothing.” I immediately thought 

the timing was not good for me. Irimajiri-san told me they wanted 

to make an announcement to demonstrate the polygon power of 

the Dreamcast — I like to call him Polimajiri [laughs]. I found the 

humorous presentation very effective. I have a lot of admiration 

for him. This time Sega wanted to catch people’s attention and 

their dreams. Despite the awkward timing of the 02 

announcement, the 11,000 attendance was pretty good. 

NG: Did they come for the 02 announcement or for Eno-san? 

KE: [Laughs] Don’t know. The graphics were good, weren’t they? 

NG: 02 has been on the cards for some time now and was 

originally planned for the M2. When did you shift to Dreamcast? 

KE: Last September. At first, we didn’t have any hardware, so 

we went to New Zealand to do research [on environments and 

weather], only a few days after deciding to work on Dreamcast. In 

Japan, September is still summer and it was not the snow season. 

It would have been unfortunate not to see snow when I’m making 

a game taking place in it! When we returned, the development kit 

was at the office and we started work. 

NG: Matsushita abandoned M2 in May last year. Why did you 

wait three months? 

KE: We decided to make a completely new game. 02 for M2 

was an old project. We wanted to make something related to 

nature — I did not want to use buildings or machines... The Inuit 

people have more than 30 different words to express “white” — 

like “green” in Japanese. I felt challenged by making a nice snow 

world with lots of shades. 

NG: So there’s no similarity between the two versions? 

KE: Absolutely none. The game is completely different. 

NG: Is the development team the same? 

KE: Yes, this team made 0, the M2 version, and is presently 

working on this Dreamcast version. We started to work on another 

RPG game, which is presently on standby. The total number of 

Warp staff is around 20. There are between 10 and 15 people 

working on 02. 

NG: During your presentation there seemed to be a few 

parallels between 02 and Tomb Raider... 

KE: No, it’s different. Because we had to show it very quickly at 

the announcement, when entering in a combat phase, the scene 

turned into a cut scene. I played a lot of Tomb Raider II, although I 

couldn’t reach the end ... In Tomb Raider, you can’t see very far, 
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ng special 

but in 02 you can see the distant background in real 3D. However, 

the fact that you can see an enemy from a few hundred meters 

away is a problem because you can avoid him. Even if the 

character appears very close, the game isn’t so interesting... We 

tried a system similar to Tomb Raider II around February, but that 

wasn’t interesting either, so we gave up and implemented a new 

system, and we’re about 20% through that now. 

NG: What are your aims for the development of 02? 

KE: Our objective was to make a game playable by anybody — 

like 0. A number of 0’s players were adults. We want to target the 

same people with 02 and release a game that’s not too difficult. 

NG: Moving on to Dreamcast’s technical performance, what 

KE: We’re showing about 30,000 polygons per frame. We don’t 

know exactly how many we’ll display in the end, but Dreamcast is 

capable of displaying up to three million polygons per second. 

NG: There has been a certain amount of cynicism about that 

figure, given that Dreamcast would then be far more capable than 

KE: Yes, the machine can display this number of flat-shaded 

polygons. However, a game looks best when you use two or three 

light sources and maybe some fog, and then that number drops. 

“We’re showing about 30,000 polygons per frame ... but Dreamcast is 
capable of displaying up to three million polygons per second” 

So when you enter a battle phase, the game becomes a shooting 

game. With the change to a special battle section, 02 is a kind of 

action/RPG, although we wanted to avoid the loading phase and 

random encounters. Enemies will be assigned and will appear 

from different kinds of places - out of the snow, from behind 

houses, etc. When walking close to them they’ll appear. After a 

few times the player will know where they are and remember. 

NG: Dreamcast has some new features for a console. Do you 

intend to use the PDA and/or the modem? 

KE: We have a programmer working on it, but nothing is 

decided yet. Maybe we will make a kind of Bulletin Board, 

enabling players to download messages. 

NG: How about the PDA? 

KE: You can use it for memory or for displaying information 

that another player can’t see. You can carry the PDA with you — 

and exchange information. The communication capability is high. 

NG: 02 seems to be a one-player game. Dreamcast has the 

ability to be linked directly, like PlayStation. Will you use this? 

KE: It’s a one-player game, so we’re not planning to use the 

link. In the future, linking different machines will be good for an 

RPG type of game. But Warp makes software based on quality. We 

don’t really want to make an “updated” version. 

D2's prerendered promo managed to show a lot 
without really showing what sort of game it will be 

At the beginning, we thought that rather than using 50,000 or 

60,000 polygons per frame it was better to use only 20,000 or 

30,000, with numerous light sources and effects. Sega’s people 

agreed that the result looked good. At the moment we’re using 

15,000 polygons for the background and 10,000 for the characters 

- the demo we showed only had 25,000 polygons per frame. 

NG: How does Dreamcast compare with other platforms? 

KE: Saturn and PlayStation display about 3,000 polygons per 

frame (at 3ofps]. Dreamcast is about 10 times this figure, while 

compared with M2 it’s about three to four times more powerful. 

Having said that, three months ago I looked at some old 

screenshots of 02 on M2 and thought it was pretty good for three- 

year-old hardware. When the M2 project was canceled, we 

thought about releasing 02 on the N64, but its position wasn’t 

good in Japan. We’re happy to release it on Dreamcast because it 

offers great graphics performance. But honestly, I liked the M2 a 

lot, although I’m not keen on the PlayStation or Saturn. I like the 

N64 a little bit, though [laughsj. 

NG: Much has been made of Dreamcast’s Yamaha sound chip. 

With your musical inclinations, it must be exciting for you. 

KE: For 02 we want to emphasize aspects of nature, so we are 

using a lot of sounds. For example, when you enter a room, 

sounds like fire or a rocking chair wilt be played in stereo. The 64- 

bit stereo output is pretty good, thanks to the Yamaha chip. 

NG: Another feature of Dreamcast is its use of Windows CE... 

KE: I believe Windows CE is a good environment, but we use 

assembly language and C. Windows CE and Direct3D will enable 

lots of people to make games easily, including simple conversions 

from Windows 95. Sega showed us some demonstrations where it 

converted a couple of titles from PC in almost one week. 

NG: Sega is promising to support developers better this time 

around. Have you received final development tools yet? 

KE: No, they’re still being improved. Their Saturn tools were 

not so successful. Worse than the N64’s maybe... PlayStation was 

successful because of its library and tools, and I believe Sega 

understood the implications of that. For Dreamcast’s graphics, it’s 

possible to use Graphics Studio Max and Lightwave 3D. Sega’s 

development environment is very friendly. The hardware is still a 

little way off, yet the present version of the tools is already sound. 

NG: Do you exchange development information with Sega? 

KE: Yes, I often see Yu Suzuki or Yuji Naka. They’re excellent 

producers and designers. We get on really well. 

NG: It sounds like Warp and Sega have a very close 

relationship. Does it go further than sharing information? 

KE: Absolutely not. There is no financial relationship. We’re just 

good friends. I’m on very good terms with Irimajiri-san. Sega’s 

people are very nice — I like Sega a lot. 
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Maybe You Weren't 
Aware • •• 

PSM is 
"OFFICIALLY" Kickin' Assl 



PSM TO HIT 200,000 PAID IN '98! 
"PSM is the fastest growing magazine in the history of the games 

market! Each month around 20% of those buying the magazine 

at the newsstand are ordering subscriptions. Meanwhile, every 

month our newsstand sales continue to rise, causing PSM's 

circulation to EXPLODE! 

PSM is set to deliver an average 200,000 paid circulation for the 

second half of 1998, surpassing its ratebase by 25%. That's an 

average bonus of 40,000 paid readers each month! 

Once again we've put our guarantee in writing. I challenge the 

Official PlayStation Magazine to provide a circulation guarantee in 

writing before crucial 4th quarter advertising dates." 

independent Playstation Magazine 
-Doug Faust 

Publisher, PSM: 100% Independent PlayStation Magazine 

"Just occasionally in magazine publishing, you look at the numbers 

coming in and you KNOW that something spectacular is happening. 

The extraordinary growth of PSM has been one of those occasions. 

When you look at the product itself, it only makes sense. The 

editorial team has completely, absolutely, 100% nailed this 

marketplace. It’s impossible to read the magazine without getting 

excited about PlayStation games. Clearly, PSM's many readers 

agree. The only question is... Where's the ceiling? We're not even 

close to it, yet...." 

-Chris Anderson 
Media, Inc. 

‘Circulation numbers are Publisher's projection. 





bigger 
V - 

PC Accelerator focuses only on 
FAST-PACED ACTION GAMES, GIVING YOU THE MOST 

IN-DEPTH AND INSIGHTFUL COVERAGE ON: 

Quake III Unreal Duke Nukem Forever 
Daikatana Half-Life Sin And More 

Y'Y- 

This isn't your father's PC magazine! 
Girls, Guns, and Games together in one holy orgy 
THAT IS LIKE NOTHING YOU'VE EVER SEEN. 

Got a 3D card? 
Want to find out what games really make it scream 
Then PC Accelerator is the magazine for you! 

PC ACCELERATOR is 

100% PURE gaming action! 

FIND OUT MORE AT WWW.PCXL.COM 



"Sony's executives are going to launch PlayStation with Sony imagesoft, the Johnny 

Mnemonic people, doing first-party development? Are they ignorant, or stupid?" That was the question 

three years ago, as Sony prepared to launch PlayStation with the questionable backing of Imagesoft, soon 
to be renamed Sony interactive Studios America. Three years later, we ask the president of SISA ... 



□ espite a legacy of some of the worst software ever 

created — for instance, Hook — Sony interactive 

Studios of America (SISA) pulled the rug from 

beneath EA's feet. Led by Kelly Flock (formerly of Trimark 

interactive, LucasArts, and, ironically, EA), SISA aired TV 

commercials of NFL GameDay that led EA to cancel its first 

PlayStation Madden title at the 11th hour, permanently shifting 

the balance of power in the lucrative videogame sports 

market. Three years later, the EA/Sony sports battle still rages, 

and EA, the company that built a seemingly insurmountable 

lead in the 16-bit era, often finds itself as the underdog. 

So how did SISA, now renamed 989 studios, manage to 

pull off such a feat? what secret advantages did being a Sony- 

owned company give it? Next Generation enjoyed a candid 

chat with Flock over dinner (and a couple of bottles of wine) 

to discuss his continued support of PlayStation, and — 

inevitably — the ongoing battle with Electronic Arts. And at 

Kelly's request, we'd like to state explicitly that the views 

expressed in this interview are his alone, and do not reflect 

the official position of Sony or 989 Studios. 

Backing PlayStation 
NG: How did you guys get started? 

Kelly: We started out as Sony imagesoft back in 1995, and 

we were a division of Sony Electronic Publishing out of New 

York. Originally, we were supposed to be an independent 

cross-platform developer supporting all viable platforms in the 

marketplace. 

NG: "All viable platforms"? So you weren't created purely to 

make games for PlayStation? 

Kelly: Not at all. Sony is a big company. There is no reason 

why it shouldn't have divisions that ignore the considerations 

of other divisions. We could have supported any platform that 

was viable, including Nintendo and Saturn and others, in fact, 

imagesoft was a Saturn developer when I joined. 

NG: So why did you drop all other console development 

and concentrate on PlayStation? 

Kelly: Because I figured that PlayStation would be a 

successful platform, in fact, it was the reason l came to Sony 

in the first place. 

Just two weeks after joining imagesoft i attended a big 

Sony board meeting in New York. It was in Mickey Schulhoff's 

boardroom, who was the president of Sony Corporation of 

America at the time, and it was the same boardroom featured 

in the movie wall Street, so it was pretty intimidating. I 

announced that imagesoft would only be supporting 

PlayStation, and Mickey stopped the meeting and said, "What 

happened?" He didn't look at me, he looked at Olaf Olaffson, 

and he said, "Why is Imagesoft just supporting PlayStation? 

Why isn't it supporting all viable platforms out there?" and l 

chimed in by saying that l didn't want to be in a similar 

meeting a year down the road and have to say, "Sorry, the 

PlayStation didn't work, but here's all the money we made 

supporting Sega Saturn." The point being that I thought that 

we were inextricably linked to PlayStation. 

NG: You believed that the fates of imagesoft and 

PlayStation were intertwined. 

Kelly: Right, but there was another important reason why I 

canned all of the Saturn development. I hadn't seen all of the 

software imagesoft had in development until after I officially 

signed on. After l got a chance to see all the games in the 

works, one of the things l noticed was that people were 

compromising the strength of the PlayStation games in order 

to ensure ease of portability to Saturn. I said to our 

programmers, "What if we dropped Saturn and you could 

tailor this game exclusively to PlayStation?" and the 

developers said the games would be a whole lot better, so l 

said, "Saturn's dropped." 

NG: That was quite a gamble. 

Kelly: Back in 1995 a lot of people still thought that Sega 

was going to win and that as a newcomer Sony would drop 

the ball. People were talking about Matsushita and M2. But we 

took a chance on PlayStation and were rewarded for it. 

If you looked around the game industry, everyone was 

taking the strategy of building games by creating an asset and 

then porting it to as many different platforms as they could. 

But if you think about it, when you do this, you just build a 

generic piece of work that doesn't excel on anything. And this 

way you're going to get your butt kicked by someone who 

picks just one platform and then devotes all their energies to 

it, writes hard machine code, and says, "Damn everything 

else." And so that's what we did. And that's why we caught 

most of the third-party community flat-footed. That's why we 

I’m saying right now, IDreamcast’sl gonna fail 

were the first ones out with a football game and why 

GameDay beat the shit out of Madden in the first year. 

EA didn't even show up to the party. You want to talk 

about our battle with EA? we're still waiting for them to show 

up. If they stopped sending you guys in the press nice leather 

jackets and instead started building games, then we'll see if 

we end up with a decent fight on our hands. 

Taking on Electronic Arts 
NG: EA will claim that it's winning. If you look at the 

worldwide sales numbers... 

Kelly: Well they are winning, and it's kind of depressing 

because they're not making the best games, are they? What 

they have is a great deal of cache in the Madden brand — we 

can't deny it. But what I think is this: If you flipped things 

around last year and the product that was called Madden was 

really GameDay and the product that we shipped as GameDay 

was really Madden, then you would have seen a 10-to-one 

wipeout. What we like to say is, "if you want to play next year's 

Madden early, buy this year's GameDay." 

NG: So if GameDay is superior to Madden, why isn't it 

selling more? 

Kelly: We did a lot of market research and analysis of this 

and we learned two things. First, the underlay crowd buys the 

best football game and overwhelmingly supports GameDay. 

The over-18 crowd, the guys who are slowing down, whose 

synapses aren't firing quite as well as they used to, they love 

Madden, and it's kind of hard to tell them that the love of their 
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life has grown old and ugly and they should get a new one. in 

1998, if you buy into the whole, "it's an EA game, of course it's 

going to be great" thing, then you've turned into your parents. 

Get a life. Open your eyes. 

l spoke to [EA president] Larry Probst at E3, and he 

admitted that GameDay kicked Madden's ass. And l said that's 

a pretty big ass! we beat 'em. it's over. The problem is that all 

you reviewers think you're gonna fucking work for EA some 

day so you won't tell the truth! 

NG: we've never given GameDay less than five stars. 

Kelly: OK, but for the last three years on PlayStation we've 

been the dominant football game, we've always been a year 

ahead of Madden. And yet, still, after all this time we get 

compared to Madden. You've still got it the wrong way round. 

They're the ones that should be compared to us. 

Now Madden's finally polygonal. You want to know how 

they've got nowhere to go, there's nothing innovative coming 

out of there. And this is nothing new. Peter Molyneux said it all 

when he walked out. 

NG: You think EA's lost its creative edge? 

Kelly: if you talk to EA and ask them what their strengths 

are, they'll say distribution, marketing, their franchises, their 

sports line, it's a long way down the line before they get to an 

ability to incubate and create original creative talent. They 

innovate the old-fashioned way — they buy it. 

NG: so how long can EA keep going? 

Kelly: They'll keep going, even though they don't make 

very good products anymore. But no one wants to say this 

because everyone's afraid. Half the people think they're going 

to work for them some day, the other half are selling a lot of 

advertising to them, or whatever. Once you get to EA's position 

you become untouchable because you're perceived to be 

tremendously powerful; the situation becomes self- 

perpetuating. 

NG: is Sony untouchable? 

Kelly: No, EA is the only one. Anyway, I'm tired of fucking 

defending our products against fucking Madden because 

we're better. They're looking up at us. They can sit there and 

say with a straight face that they outspent us in marketing, 

and the magazines can print that, along with all that crap 

In 1998, if you buy into the whole, “It’s an EA game, of 
course it’s going to be great” thing, then you’ve turned into 
your parents. Get a life. Open your eyes 
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we feel now? we finally can see them in our rearview mirror, 

that's how we feel, we see their headlight blinking over the 

horizon, and we know that someday they're going to be 

where we are now. 

NG: What other ways did EA leave the door open for you? 

Kelly: There are good reasons why EA is behind us. They've 

got some great people working there, but EA is a marketing- 

driven organization, it's very conservative. Name the last 

innovative Electronic Arts game. Can you name any? it's fun to 

bash Acclaim and GT, sure, because they are a totally market- 

driven organization. But Electronic Arts is worse. Electronic 

Arts is the quintessential market-driven organization. Hats off 

to them — they'll be the first company in this industry to sell 

for $5 billion to someone who wants to get into this and buy 

all those brands. 

EA went after Godzilla, they're buying all of these 

intellectual properties, why? Because they're creatively bereft, 

about v-polygons. What's a v-polygon? What's a rendered 

sprite? What's liquid Al? Liquid Al is the crap that ran down 

their leg when they saw GameDay. 

Secret advantages? 
NG: You credit your success to focusing on PlayStation 

early — backing the right horse and sacrificing portability in 

order to make the most of PlayStation's hardware. But did you 

have any other advantages because you're owned by Sony? 

Kelly: No, not at all. In fact, we got our PlayStation 

development kits three months after Electronic Arts got theirs. 

Everyone else had to wait six months, so l guess you could 

say we had an advantage. 

But seriously, no, we had absolutely no advantage and no 

inside knowledge over anyone else. 

NG: And you didn't have any access to PlayStation's 

secrets and inner workings that third parties didn't? 

Kelly: No, nothing. 

NG: What about feedback from your colleagues at SCEA 

about what other third parties were up to? If you knew the 

games that other people were working on, that would be a 

huge advantage... 

Kelly: At Sega, during the 16-bit era, developers had to 

accept that if you submitted a game to Sega Japan for 

approval or even just consideration, then it would be passed 

around all of their internal development studios, and everyone 

would get a chance to see what the competition was up to. 

This gave Sega's internal development a huge edge, sure. But 

nothing like this ever happened at Sony, imagesoft was a 

completely different entity to the PlayStation business, it's a 

level playing field. 

ng : How about costs? As a software developer, do you 

have to pay SCEA the same manufacturing and licensing fees? 

Kelly: l can't discuss internal financing or accounting. But 

let me tell you that we function as a stand-alone p&l, and we 

have comparable budgets to any third parties. I don't have an 

edge, l don't have any advantage, it's fair and square. Although 

it would be nice... 



talking 

This generation of the PlayStation business has years to run. I 
think Dreamcast is coming far too early in the cycle 

NG; You can't blame people for being suspicious of your 

success, imagesoft produced crap, and then — all of a sudden 

— you started kicking ass on PlayStation. 

Kelly: People are somewhat suspicious and paranoid of 

any console company because of the amount of power they 

can potentially wield and abuse. But in my experience with 

Sony and PlayStation, this paranoia is unfounded. 

NG: So why was the early imagesoft stuff so bad? Last 

Action Hero, Cliffhanger, Frankenstein, Johnny Mnemonic... 

Kelly: l wasn't there at the time [laughs]. There were 

different agendas back then. You have to remember the 

climate, with the drive toward multimedia and Full Motion 

Video, and what people thought that the introduction of CD 

might mean. There was also a huge influx of nongaming 

people into the decision-making process of the business, 

imagesoft was driven by the idea of supporting licenses from 

movies. There was this slew of gaming software being treated 

like just another form of movie licensing, as opposed to a 

distinct art form of its own. Very little attention was paid to the 

actual game development. 

There were reasons why a lot of this stuff happened, 

although l, personally, don't understand them all. I've said it 

before and i'll say it again: Anyone who talks about interactive 

movies doesn't know the first about either. 

NG: How can one division of Sony get it so wrong, and yet, 

at exactly the same time, another division of Sony can get it so 

right? imagesoft floundered whereas PlayStation excelled? 

Kelly: Again, it simply shows that Sony's a big company. 

We are one island within Sony, and there are lots of other 

islands. It's a $50 billion company worldwide, and when you 

get that big, it's like... it's like being a government. Except that 

a Sony passport will probably get you into more countries. 

PlayStation was definitely the brainchild of Ken Kutaragi 

and his group of engineers, imagesoft was a completely 

different entity. 

Dreamcast? No thanks 
NG: As an independent publisher who can support any 

platform that you like, will you be supporting Dreamcast? 

Kelly: No, we're not supporting any platforms right now 

other than PlayStation and PC. 

NG: Why not? Hasn't Sega convinced you that Dreamcast 

closely associated with PlayStation and have enjoyed so much 

success that we are prepared to take the risk of being on only 

the second tier of developers for Dreamcast if indeed it 

becomes a success. Especially given the sorry condition that 

Sega's currently in. 

NG: Doesn't the technology excite you? 

Kelly: From what I've read, the performance of the 

Dreamcast hardware is comparable to that of a current high- 

end PC. Now, this creates two problems. The first is that third- 

party developers are going to take a step back with a "wait 

and see" attitude and simply port PC games over to 

Dreamcast. Sega's given them the chance to take the easy 

is going to be a success? 

Kelly: We haven't spent a lot of time talking to Sega about 

it. We have had one meeting with them, but they didn't 

disclose all of the Dreamcast information to us. 

NG: So what does Dreamcast mean to you right now? 

Kelly: Dreamcast feels like an opportunity maybe for 

some of our online stuff coming out of our PC business But 

in terms of distracting us from our core PlayStation 

development, no way. 

NG: They're not after you for your sports game expertise? 

Kelly: No, they have their own deal and plans with visual 

Concepts [laughs]. And I think interplay wants to try and at last 

convince someone to buy something from VR Sports by 

aligning themselves with Dreamcast. And l would guess that 

EA is weighing in there too. 

NG: You don't sound excited by Dreamcast's prospects. 

Kelly: This generation of the PlayStation business has years 

to run. I think Dreamcast is coming far too early in the cycle. I 

mean, it sells magazines, right? it's great for you guys, it's 

always fun to get excited by new hardware and put it on the 

cover. But it's got a long way to go until it proves itself to be 

commercially viable. And the reality is that right now we are so 

way out. Now, one of the things that we've learned in this 

business — and Trip Hawkins now knows it — is that the early 

adopters who are the first to buy new game systems have 

already got a high-end PC. So why will they need Dreamcast? 

To this, Sega claims that it will be mass market from the 

day it ships. They claim that they will be considerably more 

mass market than PlayStation was. They claim that coming out 

at under $200 from day one means that they don't have to 

rely on just the early adopters. And to this, I have to say, 

"bullshit." They're just not going to get all the pieces in place 

to be a viable mass market proposition, it will never happen. 

Dreamcast's only real chance will be driven by the software 

developed internally. And this means that they're going to 

have to build a large development studio in North America 

from scratch. And l can tell you, if you want to start and build 

a studio now, don't expect to see anything for three years. 

That's the way it works, it takes a while. 

NG: can't Sega rely on its Japanese development talent? 

Kelly: It didn't work for Saturn. Besides, the North 

American market is substantially different to Japan. Sports 

games are 20% of the marketplace. Clearly there is North 

American-specific software that Sega will need that it won't 
in 
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competitive enough, and we're seeing a broadening of the 

demographic across the board. This thing could go on for 

years. I don't know what the upper limit is. 

NG: Spoken like a true Sony believer. 

Kelly: I'm not just throwing out a bunch of corporate B.S.! 

Sooner or later, one of these days, a dedicated game console 

is going to achieve the same level of market penetration as 

VCRs. It's clearly coming. I don't know if that game machine 

will be PlayStation or not, and l don't know what the official 

numbers are right now, but I know that right now we are at a 

fraction of what PlayStation's potential could be. 

NG: A change in the status quo may not be good for Sony 

right now, sure, it may even upset the plans of the third-party 

publishers. But it might not be bad news for gamers. Can 

PlayStation software really keep drastically improving for many 

more years? Already many people are complaining that all 

games are starting to look the same... 

Kelly: I would disagree, we're doing a lot of sequels, but 

these games are dramatically different from the games that 

we did the year before. NFL Extreme is a lot more advanced 

than previous football games. 

And there are new genres to explore. There has yet to be 

a big success on PlayStation in the strategy genre, for 

example. There's a lot of virgin PlayStation territory out there 

yet to be explored, we're doing things internally, such as Tobu, 
that are tremendously innovative from a gameplay 

perspective. 

NG: E3 didn't offer much hope that PlayStation 

development was still radically improving. 

[Sony’s] a $50 billion company worldwide, and when you get 
that big, it’s like ... being a government. Except that a Sony 
passport will probably get you into more countries 

112 

have at launch. 

NG: When Saturn launched, at least it had hit coin-op 

conversions like virtua Fighter, Daytona USA, and later Sega 
Rally. How valuable are Sega's coin-op properties this time? 

Kelly: What have they got? VF31 Sega Rally 21 They've got 

nothing. Everything that they have is a sequel, and it's very 

much a "been there, done that" scenario. The bottom has 

dropped out of the coin-op market. Coin-op is going away. The 

coin-op market was built on the fact that the games were so 

technologically superior to the home systems. This is no 

longer the case. 

NG: You're saying the future for Dreamcast looks grim ... 

Kelly: I'm saying right now, it's gonna fail. 

NG: OK, what about vm Labs' Project x? 

Kelly: [Laughs]. It's 3DO 2! There's no business model there. 

All this shows is how desperate the magazines are to have 

something to write about! If, as it seems, that its main virtue is 

that it shaves a cost off of manufacturing DVD players, then 

[laughs] that's a market position l don't particularly envy. 

NG: So you're not a big fan of Project X then. 

Kelly: No one's supporting VM Labs. No one's a big fan. it 

seems like a nice little chipset to stick in a DVD player. But l 

think everyone recognizes that until DVD is recordable, it's 

never going to do more than supplant the laser disc. 

Still a PlayStation believer 

NG: So how healthy is PlayStation's future? 

Kelly: in my opinion the sky's the limit. I think it could do 50 

or 60 million units in North America. People can say I'm crazy 

because conventional wisdom says that the North American 

market has previously maxed out at 30 million machines. But 

the way l look at it, the hardware's advanced at such a rate, 

the diversity of software is broad enough, the price point is 

Kelly: You can't judge it by E3 because everyone keeps 

their cards close to the vest. They show things that are already 

out there. They don't want to make a statement about where 

things are going. But, in the back rooms, there's some cool 

stuff going on. 

NG: There's also far too many "me too" derivative games. 

Kelly: Well... maybe there aren't enough good ones. The 

way to get exciting, experimental, groundbreaking games is 

to encourage a lot of development, if there were like 65 

identical racing games, then you'd have a problem. But what 

Sony has created is an economic model where publishers 

can take chances. 

Sure, people can say that too many titles killed the Atari 

VCS. People say that too many games killed the Genesis and 

Super NES. "We have to restrict supply" is the message from 

Nintendo. But this is just because they insist on keeping 60% 

of the market share for themselves and let everyone else fight 

over the crumbs. But Sony has taken a different approach. 

Sony sees the PlayStation business more like the music CD 

market, in which publishers can take some chances, put stuff 

out there, see how it performs, and make some money on 

relatively low sales numbers. 

NG: So quantity is the price of occasional quality? 

Kelly: I'm saying that "too much software" isn't 

necessarily a problem. 

NG: how much untapped power does PlayStation have? 

Kelly: l don't know. I read an interview with the 

programmer of Gran Turlsmo who said that he used to think 

that the game was pushing PlayStation 100%, but now he 

knows that it's only pushing it 75%. 

we're all getting smarter, we're learning new tricks, we're 

getting closer to the metal. And we're coming up with 

new ideas. The future's looking pretty damn bright. 
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NFL GAMEDAY 99 
C. The number one selling, 
best playing and most realistic 
football game gets updated. 

PLAYSTATION 

SMM.99 

NFL XTREME 
D. Revolutionary 5 on 5 
gameplay, state of the art 
graphics, and never before 
seen animations. 

PLAYSTATION 

SMM.99 

BRAN TURISMO 
E. The most advanced racing 
experience ever created. All 
vehicles feature individually 
customized performance and 
real engine sounds. 

PLAYSTATION 

SMM.99 

TUREO PROP 
RACING 
F. Jump into the cockpit of the 
most exciting performance 
motorsport around. 

PLAYSTATION 

PLAYSTATION® 
DUAL SHOCK 
SYSTEM 
A. This Sony PlayStation 
includes a Sony Dual Shock 
Controller in the box. The new 
controller is a totally intensified 
gaming experience where you’ll 
feel the action come to life. 

PLAYSTATION 

S1M9.99 

MLB 99 
B. The most realistic and 
playing polygonal baseball 
ever made. 

PLAYSTATION 

SMM.99 

game 
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BLA5T0 
E. Strap on your rocket pack 
and prepare for action packed 
adventure. 

PLAYSTATION 

S3M.33 

CARDINAL SYN 
F. Wrap yourself in the deepest, 
darkest, most fear-inspiring 3D 

fighter ever created in this world! 
PLAYSTATION 

SMM.99 

TOMBA! 
G. An imaginative and humor¬ 
ous ride through an enchanting 

world. Help Tomba retrieve his 
grandfather’s keepsake from the 
band of evil pigs-yes pigs! 

PLAYSTATION 

SMM.SS 

JERSEY DEVIL 
A. Offers enchanting anima¬ 

tions, gigantic levels, real-time 
action, wicked characters, amus¬ 
ing puzzles, and tons of explo¬ 
ration! 

PLAYSTATION 

S33.93 

EINHANOER 
B. Face waves of attacks, 
blitzes and defenses to then face 
the greatest bosses and boss 
battles ever seen in a shooter. 

PLAYSTATION 

SMM.33 

HOT SHOTS GOLF 
C. Hit the green with a fun, 

accessible way for people of all 
ages and skill levels to play golf. 

PLAYSTATION 

$44,99 

COLOR MEMORY 
CAROS 
D. Put a twist in your hardware. 
There are now 9 color Memory 
Cards available for the 
PlayStation game console. 

PLAYSTATION 

S19.33 EACH 

w * 
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SYSTEM 
A. The most incredible game 
play ever! Stunning 3D graphics. 
Experience the future of video 
games! 

NINTENDO 64 
Nintendo 

S1MS.SS 
NINTENDO EM 
CONTROLLERS 
B. The advanced N64 controller 
with built in 360° joystick. 
Available in 6 hot vibrant 
colors-blue, yellow, black, red, 
green or gray. 

NINTENDO 64 
Nintendo 

SS9.99 EACH 
BANJQ-KA2QOIE 
C. Join Banjo and his friend 
Kazooie as they adventure in 
128 megabits of 3D action. 

NINTENDO 64 
Nintendo 

SH9.99 
GOLDENEYE 007 
D. Take on dangerous missions 
in 20 intense stages using 18 
different weapons! Eye popping 
interactive 3-D environments 
based on actual blueprints from 
the movie set! 

NINTENDO 64 
Nintendo 

KEN GRIFFEY JR. 
MAJOR LEAGUE 
BASEBALL 
E. Major league fun in a pint 
size package! Real players, 
team names and logos. 

NINTENDO 64 
Nintendo 

SM9.SS 
WAIALAE 
COUNTRY CLUB 
F. Golf in paradise! And control 
everything in minute detail: clubs, 
tee location, stance, timing of 
swinaand point of ball impact. 
NINTENDO 64 
Nintendo 
SSH.99 

SUPER MARIO EM 
G. Called by many “the greatest 
video game of all time”-you’ve 
never seen Mario like this before! 
15 worlds and 10 different cours¬ 
es come to life as you immerse 
yourself in stunning 3-D game 
play. 

NINTENDO 64 
Nintendo 

'] CAI_I_ FOR 

MARIO KART EM 
H. Three...Two...One 
Everyone’s favorit 
ters are back and 
rendered for thf 
ing game. Take on i 
friends or race solo 
ferent courses 
special Battle courses! 

NINTENDO 64 
Nintendo 

™ & ® are registered trademarks of Nintendo of America.© 1998 Nintendo. 
111,11 1 " ....111 .1.........Mmtmmmmmmmm&rnmp. 
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CRUIS’N USA 
J. A classic arcade game 
taken to the extreme! 
Smoother, faster, and more 
realistic than the arcade ver¬ 
sion. Complete control! 

NINTENDO 64 
Nintendo 

$99.99 
STAR FOX EM 
K. Cinematic sci-fi action 
and 4 player battle make this 
Fox McCloud adventure a 
must have. 

NINTENDO 64 
Nintendo 

S39.99 
STAR WARS: 
SHADOWS OF 
THE EMPIRE 
L. The saga continues on 
Nintendo 64! Incredible vari¬ 
ety, awesome flying levels 
and intense confrontation 
with forces of Black Sun 
and the Empire. 

NINTENDO 64 
Nintendo 

WAVE RACE EH 
M. Jump on your jet ski and 

ride! Beat the clock, chal¬ 
lenge another player or show 
off your stunt moves in four 

incredible gaming modes. 

NINTENDO 64 
Nintendo 
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Discount 
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$14.99S,Kun, 
$14.99S£Knl 

M $29.99 
OX Discount 

Coupon 

$24.99SK.* 

_ CK Discount 
Coupon 

$19.99 $14.99S££unt _ (Wl Discount 
Coupon 

$14.99SK.m 

■ $19.99 
]_ JT /W| Discount 

Coupon 

$ 14.99SK.nl 

$19 99 
44/1 Discount 

Coupon 

CS /HI Discount 
Coupon $14.99SKum <p*9»\y\F Coupon 

$24.99 SKun \F Discount 

177 

U3 
• * j n Receive $5.00 OFF ANY 

Super Nintendo Game 
$19.99 or Higher 

$19.99 
- $5.00 
$ 14.99SKUn, 

& ST Limit 1 coupon per customer 
Utl • "Al May not be combined with any othc May not be combined with any other offer 

See sales associate for complete details. 
Expires 9/15/98. OFF 
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WWF WAR ZONE 
A. Capture all the action, both in 
and out of the ring that has 
made the WWF the world’s most 
popular wrestling organization! 

PLAYSTATION 
Acclaim 

SM9.SS 
WWF WAR ZONE 
B. Catch all the moves and 
taunts including Stone Cold’s 
Stunner, The Undertaker’s Tomb 
Stone Piledriver, and Shawn 
Michael’s Sweet Chin Music. 

NINTENDO 64 
Acclaim 

SSM.99 
NINJA 
C. A combination of fast-paced 
classic arcade action and in- 
depth game play in a highl 
addictive fighting game. 

PLAYSTATION 
Eidos Interactive 

SMS.SS 
NFL QUARTERBACK 
CLUB 99 
D. Play with the big guys and 
all 30 NFL teams. 

NINTENDO 64 
Acclaim 

TOMB RAIDER 
E. Explore Incan ruins, 
Ancient Rome, and the Lost 
City of Atlantis. 

PLAYSTATION 
Eidos Interactive 

SEM.99 
WAR GAMES 
F. A deep and real-time 
combat/strategy game. 

PLAYSTATION 
MGM 

999.99 
TRAP GUNNER 
G. Part fighting. Part strategy. 
Part shooter. All intensity! 
36 Battlefields to challenge 
your friends. 

PLAYSTATION 
Atlus 

SM9.99 
BRUNSWICK 
CIRCUIT PRO 
BOWLING 
H. Make a strike every 
time like the pros! 

PLAYSTATION 
THQ 

KARTIA 
J. After numerous wars, peace was brought 
to the land by Kartia. Two different storylines 
and over 30 hours of gameplay. 

PLAYSTATION 
Atlus 
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METAL SEAR SOLID 
A. You become Solid Snake, a 
government agent charged with 
regaining control of a nuclear 
weapons base from terrorist 
hands. Guarantee your copy for 
$10 and get a free music CD! 

PLAYSTATION 
Konami 

BOTTOM OF 
THE 9TH ‘99 
B. The heralded arcade-style 
batter/pitcher interface is back! 
Smoother and faster than before. 

PLAYSTATION 
Konami 

INTERNATIONAL 
SUPERSTAR 
SOCCER (9S 
C. The soccer game that will 
leave players dripping with 
sweat and screaming for more. 

NINTENDO 64 
Konami 

INTERNATIONAL 
SUPERSTAR 
SOCCER PRO ‘99 
D. Endorsed by Carlos 
Valderrama, international 
superstar of Columbia’s national 
soccer team. 

PLAYSTATION 
Konami 

AIR COMBAT 
E. Lock on and unleash the 
most devastating firepower 
in the skies. 

PLAYSTATION 
Namco 
S19.9S 
TEKKEN2 
F. Every fighters’ dream! 

PLAYSTATION 
Namco 

S1S.SS 
COMMAND & CONQUER 
RED ALERT 
RETALIATION 
G. Retaliation delivers hundreds 
of hours of gameplay using 
some of the most devastating 
and insidious weapons ever. 

PLAYSTATION 
Westwood Studios 

SMM.99 
VIGILANTE E 
H. Experience high octane 
power in the most intense vehic¬ 
ular warfare the American 
Southwest has ever known. 

PLAYSTATION 
Activision 

SM9.99 

NIGHTMARE 
CREATURE9 
J. Explore the streets of 
London brimming with the 
vilest of creatures. 

PLAYSTATION 
Activision 
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NCAA 
FOOTBALL 99 
A. The ultimate college atmos¬ 
phere with all 112 teams and 
stadiums, authentic fight songs 
and chants, and all the major 
conferences and championship 
games. 

PLAYSTATION 
Electronic Arts 

SMM.99 
PARASITE EVE 
B.Delve into the supernatural 
when a monstrous force 
threatens the world at the 
sub-cellular level. 

PLAYSTATION 
Square Electronic Arts 

MA009N 99 
C. Madden-style is the best 
looking, best playing sports 
game ever created with new 
motion animations for 
authentic NFL moves. 

NINTENDO 64 
Electronic Arts 

MAOOEN 99 
D. The new “Coach and Click” 
mode creates a revolutionary 
way to play football! 

PLAYSTATION 
Electronic Arts 

SMM.99 
NFL BLITZ 
E. Unparalleled action 
and hard-hitting tackles 

NINTENDO 64 
Midway 

NFL BLITZ 
F. Spectacular catches 
and no penalties. 

PLAYSTATION 
Midway 

GEX EM ENTER 
THE GECKO 
G. 125 unique moves. 
15 levels with 3400 frames 
of character animation. 

NINTENDO 64 
Midway 

MORTAL KOMBAT M 
H. Completely new 3D engine. 
15 selectable and 3 hidden 
characters. 

PLAYSTATION 
Midway 

SM9.99 

■CTRONICS BOUTIQUE 

MORTAL KOMBAT M 
J. Heart-pounding action and 
hours of exploration. 

NINTENDO 64 
Midway 
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TEAM UP WITH 1 
AND GREAT SAVING 

TOP GUN 
FIGHTER 
Show your power. 2 player 
action, design for all light gun 
games, light weight for long 
term playing. PRO LINK-UP CABLE PRO S-TERMINAL 

You can join together to allow CABLE 
two player games to be viewed Exclusively for PlayStation. Enjoy 
on separate TVs or monitors. clearer vision using this cable. 

———- A|so use for television. after 
coupon 

discount 
coupon discount 

coupon after 
coupon after 

coupon 

w ■ mrmi 
PRO S-TERMINAL 
CABLE 
Exclusively for Nintendo 64. Enjoy 
clearer vision using this cable. Also 
use for television. 

WIRELESS 
CONTROLLERS 
Use the latest infra-red 
technology for added 

freedom during play. 

discount 
coupon 

discount 
coupon 
after 
coupon 

POWER BAG 
A bag for your Nintendo 64 
cassettes, Sony PlayStation 
or Nintendo console, and any 

UNIVERSAL 
LUNAR GUN 
The ultimate Real-action 

FREEDOM PRO 
CONTROLLER 
Replacement Controller 
for the PlayStation. 

RED SIGHT FOR 
LUNAR GUN 
Become a sharp shooter 
with this laser target system. 

discount 
coupon discount 

coupon 
after 
coupon 

$10.00 OFF O) 
the following items: 

PlayStation Wireless Controllers 
Desktop Controller or 

Red Sight for Lunar Gun 

:Z;7 $5.00 off 
! • <r| the following items: 

Lunar Gun, Universal System Carry Case, 
• # Freedom Controller, Top Gun Fighter, Universal 
> » AC Adapter, Universal Portable AC Adapter, 
1 e S-Terminal Cables for PlayStation or Nintendo 64 

Not valid with any other offer. 
Limit 1 coupon per purchase. 

Offer expires 9/15/98. 

Not valid with any other offer. 
Limit 1 coupon per purchase. 

Offer expires 9/15/98. 

uvvtH 

$14.99 
Tiring gun. 

$24.99 
— Or discount 

coupon _ #1(1 discount 
coupon 

6(1 €1(1 after 
(?«/•*/«/ coupon C1C1 after 

coupon 
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g $10.00 
4 7 $io.oo off ore 

the Purchase 
OF ANY V3 STEERING WHEEL 

FOR PLAYSTATION OR NINTENDO 64 
With This Coupon 

$10.00 
OFF 
• •••••••< 

Not valid with any other offer. 
Expires 9/15/98. 

$10.00 
$10.00 OFF 01,7 

the Purchase 
OF ANY GAMESHARK ENHANCER 

With This Coupon 

$10.00 
OFF 

Not valid with any other offer. 
Expires 9/15/98. 

•••••• • • ♦ ■ 
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V3 STEERING 
WHEEL 
B. Outperform the competition 
with 360 degree wheel rotation. 

PLAYSTATION 
InterAct $49.1)9 

Discount 
t? 1 Coupon 

$39.99 

$49.99 
— 61 O Hi) Discount 

1 Coupon 

$39.99 Discount 

VS DUAL WHEEL 
C. Outperform the competition 
with 360 degree wheel rotation. 

PLAYSTATION/1 
NINTENDO 64 
InterAct 

GAMESHARK 
A. Take your gaming to 
new levels of excitement. 

NINTENDO 64/ 
PLAYSTATION 
InterAct 

$49.99 
-$io.oo gssr 

$39.99 fife* 
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STEERING WHEEL 
A. Designed especially for 
driving and flight games that 
utilize analog input. Comes 
with foot pedals. 

NINTENDO 64/ 
PLAYSTATION 
Mad Catz 

SMS.SS 

SYSTEM 
SELECTOR 
B. Run more than 100 different 
operating systems on the same 
PC in complete harmony. 

ALL SYSTEMS 
Mad Catz 

SIS 

DUAL FORCE 
ANALOG 
CONTROLLER 
C. Three controllers in one: Dual 
Shock, Analog Steering Wheel 

and Standard Digital. Get maxi¬ 
mum vibration in all games! 

PLAYSTATION 
Mad Catz 

SSM.SS 

LARA’S BOOK 
D. Exclusive strategies for 
never before seen Tomb 
Raider Gold levels. 

Prima Publishing 

S1S.SS 

MISSION 
IMPOSSIBLE 
STRATEGY GUIDE 
E. All secrets, weapons, elec¬ 
tronics, and disguises revealed. 

Prima Publishing 

S1S.SS 

GAMESHARK 
POCKET POWER 
F. Provides access to even 
more hidden characters, 
weapons, and vehicles. 

Prima Publishing 

S7.SS 
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High profile doesn’t always mean high quality. 

Have the mighty fallen? A look at Square’s latest 

FINALS 
We review, and the world pauses 

Next Generation’s 

reviews are hard¬ 

hitting and pull no 

punches. We separate 

the wheat from the 

chaff just to spare you, 

the reader, from 

spending unwarranted 

sums on unmitigated 

crap. 

★★★★★ 
Revolutionary 

Brilliantly conceived 

and flawlessly 

executed; a new high 

watermark. 

★★★★ 
Excellent 

A high-quality and 

inventive new game. 

Either a step forward 

for an existing genre or 

a successful attempt at 

creating a new one. 

★★★ 
Good 

A solid and competitive 

example of an 

established game style. 

★★ 
Average 

Perhaps competent - 

certainly uninspired. 

★ 
Bad 

Crucially flawed in 

design 

or application. 

^ Denotes a review of a 
w Japanese product. 

Parasite Eve Playstation 

Lots of flash, but mighty slow going 

Descent Freespace 
The space combat sim is back 

Turbo Prop Racing playstation 

PSX gets its very own Wave Race 

Vigilante 8 Playstation 

Interstate 76 done the PlayStation way 

Kartia PlayStation 

Atlus serves up a fine action/RPG 

ffffl The Gamer’s Guide 
More than 600 games rated 

Multi | 

Mystical Ninja Nintendo 64 134 

Circuit Breakers PlayStation 134 

N20 PlayStation 134 

Risk PlayStation 136 

Pocket Fighter PlayStation 136 

Tomba PlayStation 136 

World Cup 98 PlayStation 138 

X-Men vs. Street Fighter PlayStation 138 

Addiction Pinball PC 138 

Flesh Feast PC 140 

Game, Net & Match PC 140 

industry Giant PC 140 

Jazz Jackrabbit 2 PC 142 

Redjack PC 142 

Redneck Rampage Rides Again pc 142 

Daytona 2 Arcade 144 

Plasma Sword Arcade 144 

Radikal Bikers Arcade 144 
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Square’s high-profile attempt to mix genres 
falls a little short of the mark 

PARASITE EVE 
When Square set out to make 

Parasite Eve, it wanted to 

create a cinematic RPG much in the 

same vein as the Resident Evil 

series. Molding the storyline around 

the core concepts introduced in a 

best-selling, award-winning 

Japanese horror/sci-fi novel by 

Hideaki Sena, Square hired a 

Hollywood director and enlisted the 

aid of its newly opened Honolulu 

office to oversee the production. 

Actually, the game's combat 
system, which combines strategy 
and real time, is top-notch 

Platform: PlayStation 

Publisher: Square 

Electronic 

Arts LL.C 

Developer: SquareSoft 

The result is a beautiful, high- 

production, but ultimately flawed 

action/RPG. 

The game, loosely based on 

the concepts in Sena's popular 

Japanese novel, takes place in New 

York City and centers around a 

young police detective named Aya 

Brea. Her encounter with an opera 

singer named Melissa begins a 

chain of deadly events, which 

promptly leads the police force on 

a wild chase around the city. 

Melissa has transformed into a 

super villainess named Eve, who 

has the power to transform and kill 

all life-forms by somehow 

manipulating their mitochondria. 

Aya is the only human capable of 

withstanding Eve's attacks, and 

their adversarial relationship (which 

has roots in a mysterious past) is 

the main focus of the game's 

storyline, which is told over the 

span of six episodes or "days." 

Action takes place in a 

completely 3D setting, allowing Aya 

to explore prerendered 

environments and look for clues to 

Eve's location while fighting off her 

mutated minions. Battles 

themselves are based on a tweaked 

version of the Final Fantasy VII 

engine, utilizing the same "active 

time battle" system in order to pace 

Aya's attacks. But unlike in Final 

Fantasy VII or most RPGs, the 

combat in Parasite Eve takes place 

on the same screen that the player 

is currently on instead of switching 

to a battle screen. This is integral to 

the type of fighting that goes on in 

the game, when a random enemy 

encounter takes place, Aya is free to 

move around almost the entire 

screen, dodging enemy attacks and 

finding the optimum position to 

strike back. The effectiveness of an 

attack varies, depending on the 

player's distance from the enemy 

and the type of weapon used. 

Parasite Eve encourages much 

more active interaction from the 

player and adds a whole new 

dimension on a typically role- 

playing type of battle system — 

here the game excels. 

The many other role-playing 

elements in the game make small 

innovations in the way weapons are 

upgraded and experience points are 

distributed. If Parasite Eve 
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concentrated more readily on 

simply being an RPG, the game 

might very well have fared a little 

better in terms of pace and 

gameplay. But because of its 

uneven focus, the balance between 

atmosphere, immersion, and 

gameplay is thrown askew. Dialogue 

is stilted due to cumbersome text 

and uninteresting characters, 

making the player's potential 

involvement minimal. And there are 

long moments filled with text-driven 

conversations between characters 

that seem to drag on forever, 

slowing down the pace to a crawl. 

Parasite Eve could have benefited 

greatly from the use of speech 

during long dialogue segments, 

which would've given emotion or 

expression to the otherwise dry 

translation. This flaw seems to be 

mirrored by the action on the 

screen, as well. Aya's walking and 

even running speed is painfully 

slow, making exploration of large 

areas much longer than needed. 

Simple movement from point A to 

point B can feel like an epic trek 

when you're attempting to make it 

across a screen spanning a large 

area of Central Park. 

if Square was truly going for 

the cinematic feel of the Resident 
Evil series, it somehow missed the 

mark by failing to deliver enough 

atmosphere to keep players 

interested in the progression of 

events throughout the game. With a 

stealthy cellular war going on and 

an inhuman villain on the loose, a 

consistent air of suspense and fear 

should be hanging over Aya's head 

throughout the game as she creeps 

around empty buildings. Not so. 

Instead, it feels as if you're simply 

shifting from one area to the next 

out of necessity, without the same 

desperation or tension that was 

clearly felt in Resident Evil. This is 

largely due to the lack of an 

appropriate soundtrack to 

accompany the events in the game. 

Revealing conversations between 

characters in the game draw no 

interest simply because there is no 

music to heighten the mood. 

Meanwhile, moments that are 

meant to be tense or to inspire 

dread are dulled by the mellow 

techno track that seems to pulse 

indiscriminately throughout the 

game. While atmosphere might not 

have any direct bearing on the 

gameplay, lack of it greatly reduces 

immersiveness. 

Square's emphasis from the 

start has been for immersion to 

come in the form of an extensive 

series of CG cinemas interspersed 

throughout the game, instead of 

using longer movies to illustrate a 

tighter set of key points in the 

game. Square opted to punctuate 

numerous events with shorter 

cinemas. The end result is a glossy, 

high-end succession of gorgeous 

CG-rendered snippets that give the 

player a glimpse of the full motion 

version of Aya Brea's world. And 

while the substantially large 

number of these cinemas may 

reduce the player's feeling of 

accomplishment in reaching one, 

they do give the game a stylish, 

high-production quality unmatched 

by any current title. But 

unfortunately, no matter how much 

flash is given a game, it cannot 

mask its lack of substance. 

So does Parasite Eve want to 

be an action game or an RPG? It's 

difficult to say. As an RPG, the game 

lacks a good deal of immersion and 

personality to successfully involve 

the player. As an action game, the 

deathly slow pace and random 

battle sequences seem out of place 

and take away the necessary sense 

of excitement. And because the 

game falters in both categories, 

even with top-notch graphics and a 

few interesting innovations, Parasite 
Eve can't be qualified as anything 

beyond a stylistic success and a 

merely competent hybrid. 

Rating: ★★★ 
Life in the Big Apple just hasn't been the same since a mutating opera 
singer came to town — that always causes no end of trouble 

Polygonal characters contrasted against prerendered backgrounds give the game a distinctly Resident Evil- 
style look and feel — the pace, however, could have used a push 

Square shows that it's 
mastered the art of CG with 
dazzling cinemas 
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Freed from its tunnel-based origins, 
the Descent series comes up a winner 

DESCENT FREESPACE: THE GREAT WAR 

Enormous spaceships and a grand sense of scale are the hallmarks of 
Descent Freespace: the Great War 

Platform: PC 

Publisher: Interplay 

Developer: Volition, Inc. 

The long-awaited Descent 
Freespace stands true to its 

name. The game incorporates all 

the aspects that made the Descent 
series a hit while moving from 

claustrophobic tunnels into open, 

free space. And while Freespace is 

unmistakably similar to other space 

sims on the market, its breathtaking 

graphics and superb single-player 

game definitely make it something 

to take a look at. 

Descent Freespace: The Great 
War incorporates the common 

"fight against the malicious aliens" 

type of plot, as the Terrans and 

Vasudans work together to defeat 

the advanced Shivans. Each mission 

is preceded by a lengthy and 

thorough briefing, informing players 

of their situation, objectives, and 

possible threats. Also, after every 

three or four missions, players have 

the chance to watch prerendered 

CG cut scenes that, overall, are not 

bad, especially in comparison to the 

badly acted FMVs riddling the 

market today. 

Freespace does an excellent 

job of progressing the story as 

players work through the game by 

discovering new alien technologies 

and ideas, which can be harnessed 

for future battles. 

Graphically, Descent 
Freespace is at the top of its genre. 

Allowing acceleration both through 

Direct3D and the 3Dfx Glide library, 

it caters to a wide variety of 

systems and is packed with 

numerous eye-catching effects, 

ranging from realistic missile trails, 

to lens flare caused by looking at 

the sun, to a ripple effect seen 

when using subspace (i.e., warp) 

drive. The game includes a wide 

range of detailed and complex 

models, anything from minute 

fighter-class ships to gargantuan 

space stations, whose sense of 

scale is unrivaled in today's gaming 

world. The complexity of these 

capital ships and carriers is truly 

commendable, even with features 

like functional escape pods and 

gun turrets. 

The game plays like all other 

space-combat sims on the market. 

Players quickly learn to use 

(preferably) a joystick-keyboard 

combination. There is a learning 

curve, not unlike in the Wing 
Commander or X-Wing/TIE Fighter 
series. At the onset of each mission, 

players have the option of fully 

customizing their ships with the 

resources at hand, and as the game 

progresses, more shields and 

weapons become available. 

Through the innovative hud and 

interactions with other pilots, 

Freespace creates a relatively 

realistic and easily navigable space 

atmosphere. During dogfights, 

which make up a large percentage 

of mission time, wingmen actually 

give helpful comments and 

warnings as well as follow 

directions, as opposed to being 

brainless, annoying hindrances. 

On the multiplayer side, the 

game supports up to 12 people via 

TCP/IP; all other protocols (IPX, 

modem, etc.), however, are not 

directly supported. Cooperative and 

team play modes are available 

through a number of included 

multiplayer missions, while the 

dogfight mode, although referred to 

in the manual, is missing. 

Overall, despite a few minor 

lapses. Descent Freespace: The 
Great war is definitely a keeper. 

Although it is too similar, especially 

in its controls, to other space sims 

(i.e., the X-Wing and TIE Fighter 
series) to be considered 

"revolutionary," it does take the 

space-combat simulation genre one 

step further. 

Rating: ★★★★ 

Control in Descent Freespace is strikingly similar to that in other 
prosperous space sims on the market 
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PlayStation gets a boat racing game that 
rivals the best on other consoles 

TURBO PROP RACING 

Pick up five yellow icons, and the player will have the opportunity to 
race a bonus course. Beat the bonus course and the player will be 
awarded with new boats and upgrades 

Platform: PlayStation 

Publisher: SCEA 

Developer: SCEE 

Once again Sony has shown 

that PlayStation is an 

amazing home console system 

with plenty of life left in it. What's 

more impressive is that Sony 

proved it with a Sony of Europe 

title (Rapid Racer) that was 

created over a year ago. 

Turbo Prop Racing is a high 

speed game that has players 

racing through six different 

environments with a selection of 

10 boats. Each boat is 

upgradeable, but upgrades as well 

as new boats must be earned in 

bonus levels. An integral part of 

the gameplay involves the 

collection of three objects: one is 

a turbo, one opens a bonus level 

when five are collected, and the 

last one slows you down. This 

system adds a ton of playability to 

what would have otherwise been 

some average racing action. 

Water physics is the most 

important ingredient to any boat 

racing game. TPR's physics may 

not be completely accurate, but 

for the purpose of making a boat 

game extremely fun and playable, 

they certainly do the trick. Each 

environment is different, so a 

variety of water physics models 

are utilized for each. At one 

extreme is the wave-filled 

beachfront course with very little 

current, and at the other, the 

downhill rushing river course with 

an incredibly strong current. 

(There is even a course made of 

lava.) As a result, each course 

requires a different piloting skill. 

That combined with a control 

interface that's intuitive and 

totally effective makes this a 

great-playing racer that rivals the 

intense kind of fun that Wipeout 
first offered. 

The game design and control 

are very impressive, but what 

makes Turbo Prop Racing a 
PlayStation technical marvel is the 

fact that the entire experience 

runs at a blazing 60 frames per 

second, in high-res. it looks like a 

PC game with its crisp detail and 

fluid animation. To pull this off, the 

amount of detail and textures 

used are reduced to a more 

simple graphic approach. This 

isn't necessarily a detractor 

because it is done well and looks 

good. Other racers for PlayStation 

simply can't hold a candle to this 

game's speed and fluidity. 

Another major innovation, 

which should be the next big 

thing for all racing games, is the 

inclusion of a fractal course 

generator. This single option could 

conceivably extend the gameplay 

forever, with an infinite amount of 

new tracks to race. Players can 

input their own characters and 

numbers into the generator to 

create their own courses and 

trade them with their friends. 

Rounding out the title is a nice 

two-player mode. Anyone who 

thinks that PlayStation is finished 

should check this game out. 

Rating: ★★★★ 

Course design is extremely 
varied and creative 
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It’s a PlayStation port that doesn’t act like one — 

the world needs more games like this 

VIGILANTE 8 
Platform: PlayStation 

Publisher: Activision 

Developer: Luxoflux Corp. 

Why such an otherwise 

flawless PlayStation game 

should suffer from such 

nondescript nomenclature is 

beyond us, but what do we know? 

interstate 76, the PC game that 

this title is based on, had a great 

name and great branding. 

Vigilante 8 (as a name) is just sort 

of... vague. The game tells the 

tale of a group of "vigilantes" 

trying to save the U.S. oil reserves 

from nuclear catastrophe, a fuel 

crisis of epic proportions. Frankly, 

the plot doesn't make a whole lot 

of sense either. 

Names and plots aside, the 

game is fantastic, and the team 

responsible for Vigilante 8 is to be 

congratulated, it has entered the 

arena once dominated by Twisted 
Metal and clearly redefined the 

standard. Cars battle cars in an 

impressive display of guns, bombs, 

magic, and even alien technology. 

The graphics engine alone is 

something of a marvel. Sharp, solid 

cars, bug-free clipping, and a 

feeling of space and immersion 

make Vigilante 8 quite unlike the 

vast majority of competing games. 

vigilante 8 is very similar in 

feel and style to Twisted Metal, 

Widely varied environments add a lot of visual interest, and the 
game's controls are smooth and easy to understand 

Activision acted wisely and 
kept Vigilante 8 from being a 
straight port of interstate '76. 
instead, it's pure console 

but the emphasis is on linear 

adventure in the one-player mode, 

which is straightforward and 

mission-based. Obviously, 

opposing vehicles must be 

destroyed in the process, but the 

feeling of progression adds infinite 

interest to a usually chaotic genre. 

The level layout is a nice 

combination of free-roaming 

arenas and logical track layouts — 

space, direction, and exploration, 

all in one easy package. The radar 

and clarity of graphics also 

alleviate any potential confusion. 

There are eight characters to 

choose from, all with their specific 

arsenal of weapons to 

complement a 70s muscle car. 

Some of them seem to be at 

home in the Vigilante 8 universe, 

while others appear to have been 

dropped in at the last moment by 

the Cliche Department. This 

variety is only important in two- 

player mode, since each of the 

vehicles is easily capable of 

completing the missions. Players 

can unlock three "secret" drivers 

(they're mentioned in the 

instruction manual, so their 

secrecy is somewhat 

compromised) to beef up their 

options. 

There are other, less obvious 

touches that give Vigilante 8 a 

charm and personality of its own: 

the brilliantly conceived level 

design, the implementation of 

physics (for example, water flows 

and affects car movement), and 

the astonishing array of 

pyrotechnic frills. And in two-player, 

split-screen battle mode the 

experience is twice as intense, 

ironically, the most promoted part, 

the 70s themed Area 51 plot, is 

lost in the melee of violence. The 

trite storyline and predictable 

characters add nothing to the 

proceedings, but then they don't 

need to, since Vigilante 8 is an 

immediate classic. Actually it's 

more fun than Interstate 76 and 

currently the best game of its type 

on PlayStation. 

Rating: ★★★★ 
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Atlus steps to the plate with a winner RPG 

KARTIA 
Platform: PlayStation 

Publisher: Atlus 

Developer: Atlus 

Despite the increasingly 

crowded RPG genre that's 

growing by the quarter on 

PlayStation, Atlus has stepped up 

to the plate with its own 

contribution in the form of Kartia, a 

high-production strategy RPG on 

par with Square's successful Final 
Fantasy Tactics. In contrast to the 

company's last role-playing effort. 

Tactics Ogre, Atlus has decided to 

pare down the intense complexity 

of that title for the relatively 

simpler, but flashier Kartia. it does 

so by incorporating some 

surprisingly sophisticated CG 

cinemas and an innovative magic, 

weapons, and monster creation 

system, on top of unique character 

designs inked by Final Fantasy 
artist, Yoshitaka Amano. 

The name Kartia is derived 

from a deck of cards used by the 

characters in the game. The cards 

provide sustenance in the form of 

everyday materials (water, food, 

etc.), but they can also be used to 

create worker monsters (called 

Phantoms), develop varying 

degrees of magic, and fashion 

powerful weapons and armor to 

be used in battle. Throughout the 

game, players collect different 

types of cards, which can then be 

combined with others to reach 

higher levels of creative abilities. 

This feature lends the game a very 

Kartia serves as material to perform actions like creating monsters, 
making weapons, or casting impressive magic spells 

customizable feel and provides a 

superior amount of flexibility in 

battle to upgrade every aspect of 

your units. While the Kartia system 

itself can be initially daunting, the 

process slowly becomes enjoyable 

and is one of the high points of 

the game. 

Battles take place on a decent 

scale, allowing you to use a large 

number of self-created Phantoms. 

The Phantoms are split into three 

different classes, each with a 

weakness to a particular opposing 

class. This increases the level of 

tactical challenge to a new level 

without overwhelming the newer 

player with the usually 

cumbersome act of constant stat- 

checking. Another interesting 

tactical feature of the game is the 

ability to use magic spells to 

change the terrain of the 

battlefield. Actions like raising or 

lowering the ground, freezing over 

patches of rivers, or burning fields 

of grass can give your battle unit a 

strategic advantage during combat, 

and doing so will greatly vary the 

conditions of war. But again, the 

intricacies of battlefield tactics 

never feel overbearing in light of 

the refreshingly simplistic combat 

interface and the easy-to-follow 

logic of most of the commands. 

The use of Kartia also figures 

heavily into the storyline for the 

game's two playable characters. At 

the start, you choose to play as 

either Toxa, a free knight searching 

for his life purpose, or Lacryma, a 

shrine warrior living a life in her 

heroic father's shadow and bound 

by strict laws. Both characters' 

lives are greatly affected by the 

use and abuse of Kartia in their 

world, and the sequence of events 

throughout the game reflects their 

individual involvement with the 

consequences of these problems. 

Each story has its own separate 

set of characters, a completely 

different series of battles, as well 

as a unique ending. But the really 

interesting feature of the storyline 

is that both of the individual 

stories eventually cross over at 

some point, and each main 

character will have a good deal of 

interaction with the other. This 

clever concept is well-executed 

and successfully draws the player 

deeper into the world of Kartia. 
With an excellent soundtrack, 

a competent translation, and a 

host of immersive and innovative 

features, Atlus succeeds in 

showing that it has what it takes to 

go to bat against the competition 

in the role-playing genre and 

emerge a winner. 

Rating: ★★★★ 
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magine. 

The statues on 

Easter Island were: 

- Chipped from 

volcanic rock by enslaved 

Peruvian explorers. 

TWO of the 

- Religious icons of 

a totally stoned 

civilization. 

- Carved by 

extra-terrestrials as 

advertising for 

some movie playing 

a long, long time ago, 

in a galaxy 

far, far away. 



world s great secrets. 

magine Media 

reaches 7.5 

million people 

every month *- 

with eight 

magazines, 

an Internet radio 

network, and 

awesome 

websites. 

*Source: ABC and RelevantKnowledge Audits, Imagine readership & Web audience research. 

www. imaginemedia.com 

PC Gamer, Next Generation, Imagine Games Network, Game Buyer, PSM, PC Accelerator, 

Daily Entertainment Network (the den), HardCore Gamin' Guides, Maximum PC, MacAddict, 

MacAddict Network, Business 2.0, Iconocast, Imagine Radio, lmaginemail.com, ChickClick.com 

Imagine. Media with passion. 
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MYSTICAL NINJA STARRING GOEMON 
Platform: Nintendo 64 

Publisher: Konami 

Developer: KCEO 

Mystical Ninja looks pretty but 
plays about average 

Virtually unknown in the United 
States, Konami's Goemon series 

has sold millions of copies in Japan on 
both Super Famicom and Game Boy. 
Fearing the utter Japaneseness of the 
side-scrolling adventures wouldn't be 
understood by western gamers, Konami 
only released the first installment of the 
series in the U.S. (Mystical Ninja, Super 
NES). However, the pipe-swinging hero 
and his gluttonous sidekick have become 
a favorite of the import scene. 

whether its latest success in Japan 
was the result of N64's thin lineup or the 
game's hip 3D graphics, we're not sure, 
but we're glad that Konami decided to 
once again send the ninja Westwards 
Mystical Ninja is a delightful romp through 
Japanese Jidaigeki (historical drama) 
cliches and everything else one would 
expect from 16th Century Japan: haunted 

bamboo groves, Shamisen music, peach¬ 
shaped UFOs, and mech battles 

The gameplay is a unique mixture of 
several styles, including platform jumping, 

boxing, and role-playing. To create the 
overall feel of a Nintendo adventure, 
Konami borrowed liberally from the 
Legend ofZelda series items like the 
grappling hook, ice beam, or fire beam, 

and locations like Turtle Rock will be 
instantly familiar to veteran gamers. 
Luckily, Goemon's Japanese settings and 
fun characters are enough to save the 
game from being a mere 3D rehash of 

Miyamoto's classics 
On the downside, the graphics are 

often jerky, the camera problematic, and 
many of the predecessors' staple 
elements are sorely missed in the N64 
sequel, such as the memorable two- 
player mode and the many hidden mini 

games. All problems aside, Mystical Ninja 
is a valid attempt at doing a Zelda-style 
action/RPG in 3D. If only Konami had 
taken the time to polish it (and make it 
longer), Mystical Ninja could have been 

the best N64 action/RPG by more than 
just default. 

Rating: ★★★ 

The game is very Japanese, and 
Western gamers might not get it 
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CIRCUIT BREAKERS N20 
Platform: PlayStation 

Publisher: Mindscape 

Developer: Supersonic 

At first glance, Circuit Breakers will 
appear to be just a shameless 

knockoff of the popular Micro Machines 
series. They certainly look similar — 
both are among the few racing titles 
played from an overhead view. 

Unlike Micro Machines, however, 
Circuit Breakers opts for tracks that are 
relatively realistic instead of settings like 
the kitchen table. This works to the 
game's advantage, as there are a huge 
variety of tracks available (16 single¬ 
player and 16 multiplayer), ranging from 
Egypt (race up and down the Pyramids) 
to underwater (sub racing) to backwater 

swamps (powerboats), and there is 
almost no repetition. There is, however, 
an insanely steep single-player learning 
curve because the computer cars race 
the tracks almost perfectly. Also, since 
all of the cars go the same speed, there 
is little chance to catch up. 

All is forgiven, however, thanks to 
the four-player battle mode. Basically, all 
four players start on the track, and the 
one who can either bump the other 

cars off or pull far enough ahead gets a 
point; the winner is the first to reach a 
given point total. This too is similar to 
Micro Machines, but in Circuit Breakers, 
the cars are actually easier to control, 
which makes it less intimidating for 
newbies. If you possess a multitap 
and three willing friends, this game 
should be at the very top of your 
"must buy" list. 

Rating: ★★★★ 

Circuit Breakers obviously owes a lot to Micro Machines, but it 
manages a number of new wrinkles of its own — and it's a blast 

Platform: PlayStation 

Publisher: Fox 
Developer: Gremlin 

If you take away the Designers 
Republic-esque menu screens, the 

jammin' Crystal Method soundtrack, and 

the intense psychedelic visuals, you'll find 
that N20 is really just another rendition of 

the classic tube shooter Tempest. But in 
many ways, that's OK, as the game 
doesn't really depend on its originality so 
much as its over-the-top intensity. 

There is even a storyline of sorts 
that has you as the lone spacefighter 

shooting through the underground tubes 
of the planet Neptune, fighting off 
mutated, buglike invaders The twist is 
that every bug shot releases some 
nitrous oxide into the air, which boosts 

the ship and makes it move faster. Each 

level is timed, so the idea is to blast 
enough bugs to obtain enough speed to 

make it to the end of each level — of 
course, the faster it goes, the greater the 
challenge, it's this twist on gameplay that 
gives N20 its strategy, and as the tunnels 
become increasingly more complex, 
speed can kill. 

The game includes a curiously 
unfun two-player mode that could have 

been left out. Other complaints include 
the lack of ability to continue (saving is 
only possible after each level); the 

Redbook audio's tendency to play straight 
through tracks whether you are in the 

game or not; and the abundance of 
cheap deaths that result from the screen 
being so overloaded with special effects 
that you can't see your ship. Overall, 
however, shooter fans who thrive on the 
ability to top their last high score time 
and time again won't be disappointed by 
this high energy blast-a-thon. 

Rating: ★★★ 
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RISK POCKET FIGHTER 
Platform: PlayStation 

Publisher: Hasbro 

Developer: Rune Craft 

Risk just doesn't translate well 
to PlayStation — pity 

ftentimes, the danger in converting 
a classic board game to console is 

that you lose something in the 
translation. And suddenly, the game you 
once spent hour after addictive hour 
playing is not the same anymore. 

Such is the case with Risk. We're 
not quite sure how, but Hasbro has 
managed to turn a game of strategy and 
global domination into a game of figuring 
out a clunky, overly-complicated-for-its- 
purposes interface. It's not that the 
interface is atrocious, it's just that it's not 
very interesting, intuitive, or attractive. 
Doing pretty much anything in the game 

usually requires one extra, unnecessary 
push of the "X" button or a few too many 
toggles through an options screen. Not to 
mention that the game just isn't very 
pretty. The map interface is simplistic, and 
the oceans look as if they were pilfered 
from the selection of Macintosh desktop 
patterns. 

On a brighter note, the game is sort 
of fun to play, and you are also given 
different customizing options — for 
instance, you can select your territories or 

play on different maps You can also play 
Ultimate Risk, where many more factors 
(weather, deadly plagues, and terrain, for 

instance) influence the outcome, and 
battles are actually played out in a little 
screen of animation — fun to watch the 

first few times 

For Risk fanatics who sometimes 
have trouble convening games with 

human opponents, this is a decently 
satisfying quick fix, as you can just play 
against several computer players But for 
anyone else, it's an unexciting, 
uninspiring, unimpressive interpretation 

of a classic game. 

Rating: ★★ 

omba hearkens back to when 

pastel-colored sprites with names 
like "Andy the Aardvark" were the norm 

and a box could proudly proclaim that it 
contained hours of "happy goodness." 
Yes, Tomba is a (mostly) side-scrolling, 
(mostly) sprite-based action/adventure 
— but oh what fun. 

Players control Tomba, a wild little 
man with pink hair. The play mechanics 

will be immediately familiar to anybody 
who remembers 16-bit (the founding 
members of Whoopee Camp developed 
the classic Ghouls and Ghosts series, 

among others), but there are a few 32-bit 
twists. Tomba can, of course, run, jump, 
and use his weapon (a yo-yo type 
device), but he can also jump on the 
backs of creatures and bite them (the 

whole process looks, urn, peculiar, to say 
the least), then flip up and throw them. 
So far, a decent scrolling platformer. But 

Tomba has lots more to offer, like the 
ability to walk in and out of the screen in 
certain locations for a 3D feel, as well as 

numerous quest elements. 
There are hundreds of mini quests, 

ranging from capturing butterflies to 

learning a dwarven language to finding 

Charles the Monkey's lost pants (and if 
that isn't "happy goodness," we don't 
know what is). This quest structure is 
utterly engrossing and disguises the 

familiar platform mechanics quite well. 
The package is wrapped up with 

beautiful graphics, smooth animation, 
and at least one catchy tune. So if you 
remember fondly the time when games 

were extremely playable, colorful, and 
silly instead of being a post-apocalyptic 
grind, then Tomba is the game for you. 

Rating: ★★★★ 

Platform: PlayStation 

Publisher: Capcom 

Developer: Capcom 

Capcom's Street Fighter franchise 
appears to be a limitless one. The 

games just keep coming — this month 
alone, the Next Generation office 
received three separate Street Fighter 
games. Of the three, Pocket Fighter is the 
only one with a sense of humor (well, 
intentional humor), but the humor, be 
warned, is very Japanese and perhaps 
not the greatest reason to buy a game. 

The graphics use the popular 
"Super Deformed" style — an anime 
device whereby characters are parodied 
as youthful, squat, midget interpretations 
of their former selves. Pocket Fighter 
features "SD" versions of Street Fighter 
and Darkstalkers characters. This art is 
pretty much the main attraction, as the 

animation is relatively abysmal — a 
function of PlayStation's limited ram and 
the huge number of moves and 
costumes the characters possess. 

This is almost a collector's item 
rather than a true game release, its 
appeal is limited to Street Fighter 

TOMBA 
Platform: PlayStation 

Publisher: SCEA 

Developer: Whoopee Camp 

Although the gameplay is mostly 2D side-scrolling stuff, Tomba pulls out a few new tricks and proves fairly 
entertaining — and don't ask what he's doing to the pig, OK? Just don't ask ... 

fanatics and perhaps very young children 
— not a huge segment of the PlayStation 
audience. Graphically it's attractive and 
fun, but the gameplay is a mish-mash of 
recent Street Fighter themes. In fairness, 
Pocket Fighter is a sparingly adept 
conversion of the arcade game, with lots 

of options only available on PlayStation. 
The game itself is distracting fun for two 
players (although utterly mindless as a 
single-player game) and again, amusing. 
Solid stuff, but only for the true 
cognoscenti. 
Rating: ★★★ 

Pocket Fighter is cute and plays as well as any 2D Capcom brawler, 
but the one-joke premise wears thin pretty fast 
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WORLD CUP 98 ADDICTION PINBALL 
Platform: PlayStation 

Publisher: EA Sports 

Developer: EA Sports 

Released to coincide with the recent 
World Cup frenzy. Electronic Arts' 

World Cup 98 is technically a winner. The 
game delivers fast reactions to controller 
commands, realistic player movement, 
clean graphics, an excellent soundtrack, 
and adrenaline-pumping excitement. 

So what's wrong with this picture? 
Nothing much, except that EA Sports only 
recently released Road to World Cup 98. 
About the only major difference between 
the two games is the lineup of teams and 
the play-off format. Road gave us league 

play leading up to World Cup selections 
The new game gives us the 32 teams that 
eventually made it. 

There are refinements, to be sure. In 
World Cup 98, analog control is 
supported, passes are crisper, and the 
play-by-play announcer is a plus There's 
nothing like pulling off a nice play and 
having the voice-over gush, "Oh, that was 

a tricky move." 
But two such similar games in a 

single season? Players may not want to 
shell out the extra bucks for both. Still, if 
you missed Road, here's a chance to pick 
up one of the system's best soccer titles 
Rating: ★★★★ 

Addiction Pinball is one of the best pinball titles around 

Addiction Pinball is a very aptly 
titled product. With perfect ball 

movement, dead-on physics, and 
amazing graphics, this game is like 
standing over an actual pinball machine 
and watching a real silver ball shooting, 
rolling, and bumping — you know, 
addictive. 

The game features two tables and 
six views. Team 17, creator of the game 
Worms, developed Addiction Pinball 
and even gave those slithering little 
creatures their own pinball table. The 
better of the two tables, however, is 
Rally Fever, which looks and plays like a 
more classic game. 

The best part of the game is its 
attention to realism. The ball looks and 
moves as it would on an actual pinball 
table — better than the motion of any 
other ball in any other pinball game. 

The reflection on the ball, ramps, and 
flippers is fantastic as well, and the 
amber screen located at the top of the 
table, showing off missions, scores, and 
bonuses, is also nicely done, it looks 
just like the screen on your local 
arcade's pinball machine, yet it fades 
into the table just enough so as not to 
distract. 

Only several things could have 
improved the game. For one, if you 
want to recustomize the table options, 
you're forced to exit to the menu to do 
so, which is somewhat aggravating. It 
also would have been nice, for variety's 
sake, to have another table or two. 

But that's just us being 
hypercritical. Simply, Addiction Pinball is 
the smoothest-playing and best-looking 
pinball game we've seen. 
Rating: ★★★★ 

X-MEN US. STREET FIGHTER 
Platform: PlayStation 

Publisher: Capcom 

Developer: Capcom 

Capcom has always had problems 
converting its memory-hungry, 

sprite-based fighting fests to PlayStation 
due to the low system RAM, and X-Men 

vs. Street Fighter should convince the 
company that it's time to stop. The real 
problem in converting this title, more so 

than previous titles, comes from the fact 

that in the arcade version, a single player 
could swap between two different 
characters with the flick of a button, it was 
this interesting tag team-based gameplay 
that stirred so much interest in the title 
(besides, of course, the hyperspasmodic, 

aerial combo-based gameplay that is a 
tradition for Man/el Capcom games). 

Unfortunately, that one feature, 
which was really the whole draw of the 
game, was omitted from the PlayStation 
version due to lack of RAM. Oh, Capcom 

tried to cover it up a bit by allowing you to 
still choose two characters at the selection 
screen, but the second character only 

shows up when you do a super move — 
and even then with only a frame or two of 

animation. To accommodate this "feature," 
Capcom stifled the animation of the 
primary characters even more so than 

usual — and the game still slows down all 
the time. 

If you've never seen a Capcom 
fighting game before, this might be fun for 
a few minutes, but there is not one single 
positive thing to be said for the trade-offs 
that Capcom made to get this game to 
PlayStation. Ouch. 
Rating: ★ 

if ever there was a wake-up call to capcom to quit producing 2D brawlers for PlayStation, this is it 
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FLESH FEAST 
Platform: PC 
Publisher: SegaSoft 

Developer: Ingames Int. 

Even a gory killfest can include 
worthwhile endeavors in Flesh Feast, 

players must slaughter zombies and save 
the hides of fellow humans Rather than 
mindlessly annihilating these flesh-eaters 
before they can sink their teeth into 
someone, players must figure out how to 
escape each of 14 levels if they can save 
other humans on earlier levels, players 
can control up to four characters in later 
ones — a quite challenging endeavor. 

Graphically, this top-down 3D 
action/adventure is dated, with detail 
reserved for the killing process and grisly 
animated sequences between levels Both 
characters and zombies move slowly, 
even with a Voodoo2 card. The slow 
movement we can forgive — this is a 

zombie game, after all, and zombies are 
slow. Dodging and picking off zombies 
while solving the puzzles in one-player 
mode is quite fun. 

in an unusual turn of events. Flesh 
Feast is a better single-player game than 
multiplayer. Players can team up with up 
to seven others to massacre zombies or 
play one-on-one, humans versus zombies 
However, playing as the ultra-slow-moving 
zombies is less than satisfying. And Flesh 
Feast's strategy element is lost in 
multiplayer games, which get monotonous 
quickly. 

Surprisingly, even though much of 

Flesh Feast's appeal comes from the 
bloodshed — imparted from 30 plus 
weapons ranging from human limbs to 
uzis — it's the puzzle-solving that keeps it 
interesting. 
Rating: ★★★ Flesh Feast won't win any accolades for its graphics, but it's still fun 

— those with weak stomachs might want to pass, however 

GAME, NET & MATCH INDUSTRY GIANT 
Platform: PC 

Publisher: Blue Byte 
Developer: Media Games 

As far as tennis games go. Game, Net & Match is solid and accessible, 
even If, in the end, it Isn't spectacular 

The main problem that Game, Net 
& Match faces from the start is 

the lack of audience among hardcore 
gamers. While people fantasize about 
being great sports figures, an 
impossible dream that is fulfilled 
through videogames, only a small 
percentage of the sport gaming 
population (mostly women) actually 
dreams about tennis. It just isn't as 

glamorous as more popular sports, 
namely basketball and football. 

With that out of the way, Game, 
Net & Match does a decent job of 
pleasing its audience. Offering D3D and 

Glide support, the characters are 3D 
models that look decent from a 
distance, and other than an occasional 
glitch, have smooth animations. Closer 
camera angles reveal their true, blocky 
appearance. The controls, which involve 

different strokes, spins, and slices, are 
easy to learn and use, and even though 

the collision of racket and ball is 
noticeably unrealistic, its lack of 

precision does make the game easier. 
While the game itself has a 

minimal amount of options, it does 
provide a varied number of play modes, 
which allows singles, doubles, and 
tournaments against the computer, 
other people, and over a network. 
Players can choose predefined 
characters or customize new ones from 
scratch. Overall, Game, Net & Match 

does a decent job of filling in for the 
lack of tennis games on the market. 
Rating: ★★★ 

All the usual tennis game 
options are here 

Platform: PC 

Publisher: Int. Magic 

Developer: Jo Woods 

Production 

Interactive Magic's industry Giant is 
God's gift to hardcore sim fans it 

combines elements of SimCity with the 
complexity of a Sid Meier title 

The object of the game is to seek out 
demanding markets and manufacture 
goods to satisfy those markets in order to 
get that far, players must find available real 
estate and build facilities and distribution 
channels, keeping in mind transportation 
routes that will ensure a consistent flow of 
goods Players also have to plan out 
marketing strategies and regulate pricing if 
they intend to face the competition. 
Essentially, every aspect of corporate 
evolution is addressed in the game, and 
players must learn how to balance the 
elements of their corporate dynasty to 

sustain growth. 
At any point in the game, players can 

evaluate their progress with the statistics 
options and growth charts that reveal 
profit and revenue. Navigating through the 
game's options is relatively simple, thanks 
to a convenient side bar of icons and 
buttons. 

industry Giant is presented well, with 
polished graphics and an upbeat 
soundtrack. It may not have mass market 
appeal, but it is a solid enough game to 
keep sim fans salivating for a long time. 
Rating: ★★★★ 

Notable for its straightforward strategy, industry Giant fills the bill 
140 
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JAZZ 
JACKRABBIT 2 
Platform: PC 

Publisher: Gathering of 

Developers 

Developer: Epic 
Megagamea 

We're a little confused, we thought 
G.O.D. was going to be releasing 

the hottest games from the hottest 
developers, and now it's first title is this? 
After Unreal, Epic may be hot, but Jazz 
Jackrabbit is as cold as a cadaver. 

Anyone who has ever played a 16- 
bit side-scroller, no matter how bad (and 
we're talking U.S. Gold's izzy's Quest 
here), has played a better game than this 
imagine an 8-bit side-scroller, complete 
with repetitive textures, bad animation, 
and a dearth of creativity in the level 
design. That's this. The side-scroller went 
past square blocks, exploding into little 
square blocks in about 1990, but 
apparently no one told Jazz. 

Consider also that the game has 
almost no curved surfaces and that it 
scrolls poorly — even on a P2 300 — and 
you have, basically, a game that looks a 
little worse than your average PC 
shareware game, circa 1995. 

The novelty of playing deathmatch 

or Capture the Flag in 2D with the game's 
multiplayer feature is nice, as are the 
sound effects (and the ability to prove 
that you — or your mom — can do a 
better game with the level design tool), 
but it's just not enough to save this dog. 

Frankly, this as the launch title for 
G.O.D. makes us slightly apprehensive 
about the company's chances, it may be 
easy to get product on shelf when you 

can call and say, "We're the guys who did 
Quake," but we think it will be a little 
harder when you're the “Jazz Jackrabbit 
people." An unimpressive first release. 
Rating: ★ 

Jazz Jackrabbit 2 — a side¬ 
scrolling game for PC? 

REDJACK: REVENGE OF THE BRETHREN 
Platform: PC 
Publisher: THQ 
Developer: CyberFlix 

A pirate's life is physical rather than 
cerebral, so it's only fitting that 

Redjack includes a heavy dose of 
action. But this pirate-themed adventure 
packs in so much sword play that 
quintessential adventure fans — and 
recent converts from CyberFlix's 
successful Titanic game — may be 
overwhelmed. 

Much like with the sword fights in 
The Last Express, players who can't 
mouse-click fast enough are soon dead 
— over and over and over again. Wisely, 
CyberFlix includes a sword fight tutorial 
early on in the game, which players 
must master before they progress. 

For those who can keep up, there 
are plenty of traditional logic puzzles 
interspersed with the fighting. The story 
is well-developed and fast-paced, 
though necessarily pretty linear. 
Character models move much more 
realistically than in past CyberFlix titles, 
and they impart plenty of personality. 
Detailed island backdrops and animated 
sequences are beautifully rendered, and 
moody music adds tension to this 
dramatic tale. Gamers who yearn for the 
perilous life of the pirate will relish the 
perpetual challenges that befall their 
character, while not as accessible as 
Titanic, Redjack may just transform 
steadfast adventure gamers over to the 
action genre. 
Rating: ★★★ 

Ah, a pirate's life — after all, who doesn't want to give swashbuckling a try? Redjack fills that need, although 
not much about it really stands out 

REDNECK RAMPAGE RIDES AGAIN 
Platform: PC 
Publisher: Interplay 
Developer: Xatrix 

Welcome to the last gasp of the 
Build engine, that once- 

conquering first-person 3D experience 
that powered Duke Nukem to fortune 
and glory. Last year's original Redneck 
Rampage used it (so did Blood) and got 
away with it — barely. This sequel also 
uses it, and when all is said and done, 
also gets away with it — barely. 

Once you get past the fact that 
this game essentially runs in DOS (with 
some tweaking, it will run in a DOS box 

under Win95), this unrepentantly 
lowbrow spin on first-person shooters 
has an undeniable appeal. Expanding 
on the premise of the original, the idea 
is to take every good ol' boy cliche and 
run with it, preferably with as little 
concession to good taste and political 
correctness as possible. Even the level 

designs are cheerfully offensive — 
beginning with the alien-infested "Area 
69," then on to blowing up the 
compound at Waco and trudging 
through the wreckage of the valueJet 
crash in the Everglades. 

Sure, it doesn't look that great, the 
control is a little peculiar, and the game 

has its tedious and frustrating 
moments, but if you buy into the 
redneck premise, it's good for enough 
belly laughs to keep players coming 
back. Frankly, any game that calls its 
invincibility cheat "Elvis Mode" can't be 
all bad. 
Rating: ★★★ 

Redneck Rampage Rides Again makes no concessions to good taste — 
blowing up the compound at Waco is the least of its sins 
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PLASMA SWORD: Nightmare of Bilstein DAYTONA 2 
Platform: Arcade 

Publisher: Sega 

Developer: Sega AMS 

After too many years, we finally 
get a direct sequel to one of 

the most popular arcade racing games 
ever, we're happy to report that it 
comes complete with impressive 
graphic improvements, new tracks, 
a level of detail that brings new 
sophistication to the game, and 
eight-player heats. 

Daytona 2 maintains the same 
sensibilities as the original in the 
player vs. computer modes, and in 
the head-to-head match-ups, it keeps 
the competition fierce. Players and 
computer Al knock cars around like 
preschoolers with matchbox cars, 
and the damage affects the handling 
and speed of the car. Al cars will line 
up to draft one another, but they 
also might perform unpredictable 
stunts, forcing pile-ups that come 
from nowhere. 

Where Daytona 2 falls short 
is in its latest incarnation of the 
powerslides that were an integral 
part of the Daytona experience and 
made the difference between winners 
and second-place wannabes. 
Unfortunately, in Daytona 2 the cars 
are heavier, the feedback is often 
overwhelming, and the slides aren't 
as light and loose as they once were. 
Daytona 2 gleans too much from the 
Super GT driving system and makes 
steering more of a chore. 

That's not to say Daytona 2 isn't 
a great game, because it is fun. The 
problem is simply that Super GT took 

a little of the punch out of Daytona 2's 
arrival, and we're already familiar 
with too many of its tricks. 
Rating: ★★★★ 

Daytona 2's Model 3-based 
graphics are even an 
improvement over Super GT 

Platform: Arcade 

Publisher: Capcom 

Developer: Capcom 

It's clear from Capcom's history that 
the first game in any of its fighting 

game series won't be its best. Plasma 
Sword is the sequel to Star Gladiator 
and takes the series into a more 
playable, smooth, and familiar zone. 
Because of this, the game is likely to 
get a lot more playtime, despite having 
few true innovations. 

The biggest problems with Star 
Gladiator were its sticky, sometimes 
mechanically moving characters, which 
didn't possess a large enough arsenal 
of moves. This has been addressed the 
second time around because there are 
more characters (22, plus 10 extra), all 
of whom now move with limber ease 
and feature many more kinds of 
attacks. The silkiness of the side¬ 
stepping, number of aerial attacks, and 

the all-around tight feel of the 
gameplay are all far more well-tuned 
this time around. Graphically, the game 
is a fireworks display of lighting effects. 
The game has a darker palette with 
high contrasts and pumping multihit 
combos that burst with tons of color 
and detail. 

Plasma Sword takes a little of the 
power meter from Street Fighter, a 
pinch of camera angles from Rival 
Schools, and an ounce of offensive 
mayhem from X-Men to complete its 

recipe for the second go-round. 
Capcom has taken few (if any) big steps 
forward with Plasma Sword, but the 
fighting game giant has managed to 
round out and deepen the gameplay 
essentials of its growing 3D library. 
Rating: ★★★★ 

RADIKAL BIKERS 

The world could use a few more loopy games like Radikal Bikers, the 
game that makes delivering pizza a death-defying challenge 

and-tumble delivery job appear to be the 
most fun a player could ever have. 
Radikal Bikers sports a simple interface 

and a 3D steering wheel that pulls back 
and pushes forward as well as moves 
from side to side, giving players a 
stunning amount of control at their 
fingertips as they race their little Vespas. 
The aim in this game is to deliver a pizza 

across town before the competition, but 
the world of narrow streets, oncoming 
traffic, and busy, European-looking towns 
make the task almost Herculean. 

Certainly one of the game's 

brightest spots is its depth. You're 
unlikely to beat the computer Al unless 

you've found the handful of secret 
passages and power-ups that are littered 

all across the cramped, crowded, urban 
settings — this is what keeps players 

coming back to this 12-course, one- 
player game. 

Graphically, Radikal Bikers isn't a 
Model 3 wonder, but it's clean, with very 
little clipping. The game features 
attractive, cartoon-style animation and 

funny-looking characters (who all have 
silly Italian names). Gaelco, the Spanish 
developer that worked with Atari Games 

on Surf Planet, has tapped into a 
surprisingly fun, fresh arcade sensibility 

that reminds us of early coin-ops like 
Pac-Man and Outrun. There's nothing 
else quite like this gem in the arcades, 

and it's sure to bring a smile to your face. 
Rating: ★★★★ 
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Experience DirectSound3D games as the developers 
intended — from in front and behind. 
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THE GAMER’S 
GUIDE 
The quintessential 

guide to released 

software 

Welcome to the Gamer's Guide, the ultimate resource for checking what games to buy. Every month 

we add the reviews from last issue and push out an equal number of older ones. Which ones, you 

ask? Generally we leave the console titles in, even for games that are out of print, since there's a 

large used market. So PC games get dumped first, especially old, really bad PC titles (which, 

paradoxically, makes the PC look really, really good if you just check the ratings). Once again, please 

note the issue number — technology and game design march on relentlessly, so a game that got 

★★★★ in ng 6 might be hard-pressed to score ★★★ today. 

title 

Nintendo 64 
1080* Snowboarding Nintendo 
Aero Fighters Assault video Sys 
Aero Gauge Ascii 
All star Baseball '99 
Automobili Lamborghini 64 
Banjo-Kazooie 

Acclaim 

Clay Fighter 631/3 
Cruisin' USA 
Dark Rift 
Diddy Kong Racing 
Doom 64 
Duke Nukem 64 
Extremes 
FI Pole Position 64 
fifa Road to the world Cup 64 
FIFA Soccer 64 
Fighter's Destiny 
Forsaken 

International Superstar Socc< 
international Superstar Soccer 98 
Killer instinct Gold 
Mace: The Dark Age 
Madden 64 
Mario Kart 64 
Mike Piazza's Strike Zone 
Mission: impossible 
Mortal Kombat 4 
Multi Racing championship 
NBA Hangtime 
NBA in the Zone 64 
Olympic Hockey '98 
Pilotwings 64 

interplay 
Nintendo 
vicTokai 
Nintendo 
williams 
GT interactive 
Acclaim 
Ubi Soft 
Electronic Arts 
Electronic Arts 
Ocean 
Acclaim 
Nintendo 
GT Interactive 

• Konami 
Konami 
Nintendo 
Midway 
Electronic Arts 
Nintendo 
GT interactive 
Ocean 
Midway 
Ocean 
Williams 

Shadows of the Empire 
Snowboard Kids 
StarFox64 
Super Mario 64 
Tetrisphere 
Top Gear Rally 
Turok: Dinosaur Hunter 
war Gods 
waveRace 64 
wayne Gretzky's 3D Hockey 
Wayne Gretzky's 3D Hockey '98 

Midway 
Crave Entertainment 
Midway Home 

Nintendo 
Midway 
Acclaim 
Midway 

Midway 
Midway 
Ocean 
Nintendo 

title_publisher 

PlayStation 
2Xtreme 
A Train 
Abe's Oddysee 
Ace Combat 2 
Adidas Power Soccer 
Adventures of Lomax, The 
Agile Warrior 
Alien Trilogy 
Alundra 
Andretti Racing 
Aquanaut's Holiday 
Arc the Lad 
Area 51 
Armored Core 
Atari collection One, The 
Auto Destruct 
Azure Dreams 
BallBlazer Champions 
Battiestations 
Beyond the Beyond 
Black Dawn 
Blast Chamber 
Biasto 
Blood Omen: Legacy of Kain 

SCEA 
SCEA 
GT Interactive 
Namco 

Virgin 
Acclaim 
Working Designs 
Electronic Arts 
SCEA 
SCEA 
Midway 
SCEA 
Midway 
Electronic Arts 
Konami 
LucasArts 
Electronic Arts 
SCEA 
Virgin 
Activision 
SCEA 

Bloody Roar 
Bogey Dead 6 
Bottom of the Ninth 
BRAHMA Force 
Bravo Air Race 
Breath of Fire lit 
Broken Helix 
Bubsy3D 
Bug Riders 
Burning Road 
Bushido Blade 
Bushido Blade 2 
Bust-a-Move 
Buster Bros Collection 
Cardinal SYN 
Carnage Heart 
Castlevania: symcnony or r*gm 
Clock Tower 
Codename Tenka 
Colony wars 
Contra: Legacy of War 
Cod Boarders 
Cod Boarders 2 
Courier Crisis 
Crash 2: Cortex Strikes Back 
Crash Bandicoot 
Criticom 
Croc: the Legend of the Gobbos 
Crow: City of Angels, The 
Crusader: No Remorse 
Cyberia 
CyberSled 
Cyberspeed 
Dark Forces 
Dark Omen 
Dark stalkers 
oarkiight Conflict 
Dead or Alive 
Deathtrap Dungeon 
Deception 
DefCon 5 
Descent 
Descent Maximum 
Destruction Derby 
Destruction Derby 2 
Diablo 
Die Hard Trilogy 
Disney's Hercules 
Disruptor 
Divide: Enemies Within. The 
Doom 
Dragon Ball GT Final Bout 
DragonHeart: Fire & Steel 
Dynasty Warriors 
Einhander 
Fade to Slack 
Fantastic 4 
Felony 11-79 
FIFA '97 
Fighting Force 
Final Doom 
Final Fantasy Tactics 
Final Fantasy VII 
Floating Runner 
Formula 1 
Forsaken 
Frank Thomas Baseball 
Frogger 
GameDay '97 
Gex 
Gex: Enter the Gecko 
Ghost in the Shell 
Goal Storm 
Goal Storm '97 
Granstream Saga 
Gran Turismo 
Grand Slam 
Grand Tour Racing '98 
Gridrunner 
Gunner's Heaven 
Gunship 
Hardball 5 
Here's Adventures 
Hot Shots Golf 
in the Hunt 
in the Zone 
in the Zone 2 

SCEA 
SCEA 
Konami 
jaieco 
THQ 
Capcom 
Konami 
Accolade 
GT interactive 
Playmates 
Sony 
squaresoft 
Enix 
Capcom 
SCEA 
SCEA 
Konami 

Psygnosis 
Psygnosis 
Konami 
SCEA 
SCEA 
GT interactive 
SCEA 
SCEA 
VicTokai 
Fox interactive 
Acclaim 
Origin 
interplay 
Namco 
Mindscape 
LucasArts 
Electronic Arts 
Capcom 
Electronic Arts 
Tecmo 
Eidos 
Tecmo 
Data East 
interplay 
interplay 
Psygnosis 
Psygnosis 
Electronic Arts 
Fox interactive 
Virgin interactive 
Universal interactive 
Viacom New Media 
williams 
Bandai 
Acclaim 
KOEI 
SCEA 
Electronic Arts 
Acclaim 
ASCii 
Electronic Arts 
Eidos 
Williams 
SCEA 
SCEA 
THQ 
Psygnosis 
Acclaim 
Acclaim 
Hasbro interactive 
Sony 
Crystal Dynamics 
Crystal Dynamics 
THQ 
Konami 
Konami 
THQ 
SCEI 
Virgin 
Activision 
virgin interactive 
Media vision 
MicroProse 
Accdade Sports 
LucasArts 
SCE 
THQ 
Konami 

22 
19 
X 
34 

32 
26 
37 
27 
31 

X 
43 
28 
36 
37 
28 
38 
25 
27 
37 
37 
37 
23 
13 
3S 
X 
29 
16 
09 
13 
26 
43 
16 
34 
37 
42 
24 
12 
17 
29 

25 
42 

34 
24 
28 
15 

32 
40 
21 
X 
34 
26 
37 
24 
40 
34 
27 
24 
43 
32 
37 
27 
15 
42 
X 
13 
X 

40 
31 
36 
23 
08 
22 
19 
35 

independence Day 
Iron & BlOOd: warriors of Ravenioft 
Jersey Devil 
jetMoto 
jetMoto2 
Judge Dredd 
Jumping Flash! 
Jumping Flash! 2 
Jupiter Strike 
K*1 The Arena Fighters 
Kileak the Blood 
Kileak the Blood 2 
King's Field 
King's Field H 

fox ** 
Acclaim ** 
MegaToon *** 
SCEA **** 
SCEA *** 
Activision * 
SCEA ***** 
SCEA **** 
Acclaim * 
THQ ** 
SCEA *** 
SCEA ** 

League of Pain 
Loaded 
Lode Runner 
Lost world: Jurassic Park, The 
Machine Hunter 
Madden '97 
Madden'98 
March Madness '98 
Mechwarrior 2 
Mega Man X 4 
MegaMan 8 
Micro Machines V3 
Midway Collection 2, The 
MLB '98 
ML8 Pennant Race 
Monster Rancher 
Mortal Kombat 3 
Mortal Kombat Mythologies 
Moto Racer 
Motor Toon Grand Prix 
Nagano Winter Olympics 98 
Namco Museum Vdume 1 
Namco Museum vdume 2 
Namco Museum Vdume 3 
Nanotek warrior 
NASCAR Racing 
NBA jam Extreme 
NBA JAM TE 

NBA Shoot Out 
NBA ShOOt Out'97 
NCAA Gamebreaker 
NCAA Gamebreaker ’98 
Need For Speed ii 
Need For speed hi 
Newman/Haas Racing 
NFL GameDay 
NFL GameDay ’98 
NHL '97 
NHL'98 
nhl Breakaway '98 
NHL Face Off 
NHL Face Off'97 
NHL Face Off '98 
Nightmare Creatures 
Nuclear Strike 
Olympic Soccer 
One 
Open ice Challenge 
OverBlood 
Pandemonium 
PaRappa the Rapper 
Peak Performance 
Perfect weapon 
Persona 
PGA'98 
PGA Tour invitational '96 
Phiiosoma 
Pitball 
Pitfall 3D 
PO'ed 
Pdnt Blank 
Porsche Challenge 
Power Baseball 
Power Move Wrestling 
Power Serve 3-D Tennis 
Powerboat Racing 
PoyPoy 
Pro Pinball 
Project Overkill 
Project: Horned Owl 

Psygnosis 
interplay 
Natsume 
Electronic Arts 
MGM interactive 
EA Sports 
Electronic Arts 
Electronic Arts 
Activision 
Capcom 
Capcom 
Midway 
Midway 
SCEA 
SCEA 
Tecmo 
Williams 
Midway 
Electronic Arts 
SCEA 
Konami 
Namco 
Namco 
Namco 
Virgin 
Sierra 
Acclaim 
iguana Entertainment 
Electronic Arts 
Electronic Arts 
SCEA 
SCEA 
SCEA 
SCEA 
Electronic Arts 
Electronic Arts 
Psygnosis 
SCEA 
SCEA 
Electronic Arts 
Electronic Arts 
Acclaim 
SCEA 
SCEA 
SCEA 
Activision 
Electronic Arts 
U.S.Gok) 
ASC Games 
Midway 
Electronic Arts 
Electronic Arts 
SCEA 
AtIUS 
ASC Games 
Atius 
Electronic Arts 
Electronics Arts 
SCEA 

SCEA 
Konami 
Activision 
Ocean 
VR Sports 
Konami 
interplay 
Konami 
Sony 

29 
24 
44 
27 
37 
42 
08 
X 
15 
X 
OS 
16 

17 
X 

39 
34 
34 
24 
35 
42 
31 
36 
29 
39 
X 
35 
25 
38 
12 
38 
36 
26 
39 
21 

27 
27 
24 

12 
19 
2S 
19 
X 
24 
38 
32 
43 

14 
35 
25 
36 
37 
15 
25 
36 

21 
39 
28 
31 
25 
35 
28 
24 
27 
36 
12 
16 
25 
42 
19 
40 
X 
08 
26 
12 
42 
X 
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 Psychic Force Taito ** 25 Amber: Journeys Beyond Graphic Simulations *** 27 Mechwarrior 2 Activision **** 10 
Punky Skunk Jaleco ★ 42 American Civil war interactive Magic ★ ★★★ 22 MechWarrior 2: Mercenaries Activision ★ ★★* 25 
Rage Racer Namco *** 32 Andretti Racing Electronic Arts **** 39 Micro Machines 2 GameTek ★ ★★ 21 
Raiden Seibu ** 05 Apache interactive Magic ***** Might and Magic vi 3DO Company ★ ★★★ 44 
Rally Cross Sony ★ ★★★ 30 Armor Command Ripcord Games ★ ★★ 43 Mission Critical Legend Entertainment Co. ★ ★★★ IS 
Rascal Psygnosis ★ * 43 Armored Fist NOvaLOgiC **** 02 Monster Truck Madness Microsoft **** 26 
Rayman ubi soft **** 10 Army Men 300 *** 44 Monster Truck Madness 2 Microsoft *★★ 44 
ReBoot EA ★★★ 43 Ascendancy Broderbund ★ ★★★ 12 Monty Python and the Holy Grail 7th Level ★ ★ 22 
Re-Loaded Interplay ** 27 Atlantis: The Lost Tales interplay *** 35 Mortal Kombat 3 Williams ★ *★★ 10 
Rebel Assault 2 lucasArts ** 26 Azraei's Tear Mindscape *** 25 Moto Racer GP BMG ***** 31 
Red Asphalt interplay ★ ★ 37 Banzai 8ug Grolier *★★ 30 Myth Bungie ★ ★★★ 38 
Resident Evil Capcom ***** Battleground Waterloo TalonSoft ★ ★★★ 22 NASCAR Racing 2 Sierra On-Line ★ ★★ 40 
Resident Evil 2 Capcom 39 Battlespire Bethesda 41 Nemesis: A Wizardry Adventure Sir-Tech Software 27 
Return Fire Time Warner interactive Battlezone Activision 42 NeOHunter Virgin interactive 27 
Ridge Racer Namco **** 04 Beast Within: AGacne»cn^My$»y Sierra On-Line **** 17 Neverhood, The DreamWorks interactive ★ ★★ 24 
Ridge Racer Revolution Namco ** 15 Beavis and 8utt-head Viacom NewMedia ★ ★★★ 14 NFL Pro League Football Micro Sports ★ ★★ 11 
Road Rash Electronic Arts *** 16 Bedlam GT interactive *** 26 NHL '97 Electronic Arts **** 24 
RoboPit THQ *** 22 Betrayal in Antara Sierra *** 34 NHL Hockey '96 Electronic Arts **** 13 
Robotron x Midway ★ ★★ 27 Big Red Racing Domark ★ ★★ 19 Nitro Racers 3DO (Europe) ★ ★*★ 28 
Romance of the Three Kingdoms iv Koei ★ ★★ 18 Black Dahlia Take 2 interactive ★ ★ 44 Normality interplay ★ ★* 23 
Rush Hour Psygnosis ★ ★★ 32 Blade Runner virgin ★ ★★★ 39 Obsidian SegaSoft ★ 30 
Saga Frontier SCEA ★ 43 Blood GT interactive ★ ★★★ 33 Of Light and Darkness interplay ★ ★ 43 
Samurai Shodown m SCEA ★ ★ 25 Blood Omen: Legacy of Kain Activision *★ 36 Outlaws LucasArts *** 32 
Sentient Psygnosis *** 30 Broken Sword: me smotong urw Virgin interactive *** 36 Outwars Microsoft * 43 
Sentinel Returns Psygnosis ** 44 Buried in Time: me Bumeymr proiect 2 Sanctuary Woods **** 13 Pandora Directive, The Access Software **** 24 
Shadow Master Psygnosis ★ 41 Burnout Championship Drag Racing Bethesda Softworks ★ ★★★ 43 Pax imperia: Eminent Domain THQ ★ ★ 37 
Shellshock us Gold **** 19 Caesar ii Sierra On-Line **** 14 PGA Tour GOlf 486 Electronic Arts ** 01 
Shipwreckersi Psygnosis ★ ★★ 38 Capitalism interactive Magic ★ *★★ 13 Phantasmagoria Sierra On-Line **★ 12 
Shockwave Assault Electronic Arts ** 15 Carmageddon SCI **** 33 Phantasmagoria: APuaeofriesh Sierra *** 27 
Sidewinder Asmik (Japan) *** 18 cart Precision Racing Microsoft **** 38 Pitfall: The Mayan Adventure Activision *** 10 
Silverload VicTokai **** 18 Casino Deluxe impressions Software *** 11 Pizza Tycoon MicroProse **** 06 
SimCity 2000 Maxis *** 23 Chaos Overloads New World Computing *** 21 Pod Ubi Soft *** 31 
Skullmonkeys EA ★ ★ 40 Chronomaster Capstone ★ ★★★ 16 Postal Ripcord ★ *★★ 37 
Slam 'N' Jam Crystal Dynamics ★ ★★ 19 Circle of Blood Virgin ★ ★★* 24 Powerhouse impressions **** 10 
Slam scape Viacom ★ 26 City of Lost Children, The Psygnosis ★ * 32 Powerslave Playmates ** 30 
Soul Blade Namco **** 28 Civilization ii MicroProse Princess Maker 2 ignite *** 32 
Soviet Strike Electronic Arts ★ *** 24 Close Combat Microsoft ** 22 Prisoner of ice HMotion *** 12 
Space Griffon AtluS ** 14 Colonization MicroProse **** 01 Private Eye Simon & Schuster ** 22 
Space Hulk Electronic Arts ★ ★★ 21 Comanche 3 NovaLogic ★ ★★ 33 Privateer 2: The Darkening Origin/EA *★** 29 
Space Jam Acclaim ★ 27 Command & Conquer virgin 12 Purewargame.vol. 1 QQP ★ ★★ 08 
Spawn: The Eternal SCEA ★ 38 Command & Conquer: Red Alert Virgin ★ ★★★ 25 Qin: Tomb or the MKX9e Kingdom Learn Technologies ★ 23 
Speed Racer Jaleco ★ ★ 42 Conquest of the New World interplay ★ ★★ 20 Quake id Software ***** 22 
Spider BMG ★ ★★ 28 Creatures Mindscape 35 Quake 2 Activision *★** 39 
Spot Goes to Hollywood virgin interactive * 24 Crusader no Remorse Electronic Arts ***** 13 RAMA Sierra ** 26 
Star Gladiator Capcom ★ ★★ 24 Curse of Monkey island. The LucasArts ★ ★★ 39 Rayman Ubi Soft *** 18 
Star wars: Masters of Teras Kasi LucasArts ** 38 D-Day: America invades Avalon Hill **** 11 Realms of Arkania ill: srw*Mso« rw Sir-Tech **** 33 
Starwinder Mindscape *** 24 Dark Earth MicroProse *★* 37 Realms of Arkania: Star Trail Sir-Tech **★ 03 
Steel Harbinger Mindscape *** 24 Dark Forces LucasArts *** 05 Realms of the Haunting interplay **** 30 
Steel Reign SCEA ** 37 Dark Reign Activision **** 38 Rebel Assault ii LucasArts ★ * 15 
Street Fighter ex Plus Alpha Capcom ★ ★★★ 35 Deadlock n Cyberlore Studios ★ ★★ 43 Rebellion LucasArts ★ ★ 43 
Street Racer Ubi Soft **** 24 Death Drome Viacom *** 29 Red Baron ll Sierra **** 40 
Suikoden Konami ★ ★★★ 25 Death Rally Apogee Software ★ ★★ 27 Redneck Rampage interplay **★ 32 
Super Puzzle Fighter n Turbo Capcom ★ ★★★ 29 Descent interplay **** 05 Relentless Electronic Arts *★** 01 
Syndicate wars Electronic Arts ★ ★★ 34 Descent ii interplay **** 18 Renegade SSI **★* 06 
Tail of the Sun SCEA **** 31 Descent to undermountam interplay * 41 Renegade II: Return to Jacobs Star SSI ** 19 
Tekken Namco **** 07 Destruction Derby Psygnosis *★** 14 Riddle of Master Lu. The Sanctuary woods *★** 13 
Tekken 2 Namco ***** 20 Diablo Blizzard ★ ★★★ 28 Riven Red Orb *★* 38 
Tekken 3 Namco ***** 42 Die by the Sword interplay ***** 42 Rocket Jockey SegaSoft ★ ★★★ 27 
Tempest x interplay **** 24 Dig, The LucasArts **** 15 Rocky Mountain Trophy Hunter WizardWorks ** 
Tenchu SCEI **** 43 Dinotopia Turner interactive *** 20 Sabre Ace: Conflict Over Korea virgin Interactive *★* 38 
Ten Pin Alley ASC Games ★ *** 27 Discworld Psygnosis *** 05 Sanitarium ASC **** 44 
Tennis Arena Ubi Soft ** 43 Discworld II: Mortality Bytes! Psygnosis *** 32 Scarab Electronic Arts **★ 30 
Test Drive 4 Accolade ** 37 Dragon Dice interplay * 35 Screamer Virgin **** 17 
Theme Hospital EA **** 43 Druid Sir-tech **** 17 Screamer 2 Virgin **★★ 25 
Thunder Truck Rally Psygnosis ★ ★★ 33 Duke Nukem 3D 3D Realms ★ ★★★ 20 Sega Rally Sega ★ ★★ 30 
TigerShark GT interactive ★ ★★ 29 Dungeon Keeper Electronic Arts ***** 33 Sega Touring Car Championship Sega ** 42 
Time Crisis Namco 38 EarthSiege 2 Sierra On-Line 20 Sentient Psygnosis 33 
TNN Hardcore 4X4 ASC ** 26 Earthworm Jim 1 a 2 Playmates **** 21 Shattered Steel Interplay *** 26 
Tobai no. 1 SCEA **** 24 Ecstatica 2 Psygnosis **** 30 Shell Shock Eidos interactive ** 23 
Toh Shin Den Takara **** 04 EF2000 V2.0 Ocean of America, me. **** 36 Shivers Sierra On-Line *** 17 
Tokyo Highway Battle Jaleco *★* 22 Elder Scrolls: Daggerfall. The Bethesda Softworks ***** 24 Shivers 2: Harvest of Souls Sierra On-Line ** 32 
Tomb Raider II Eidos ★ ★★★ 37 Emperor of the Fading Suns SegaSoft ★ *★★ 32 Sid Meier's Gettysburg Electronic Arts ***** 37 
Top Gun Spectrum Holobyte ** 20 Entomorph SSI *** 14 Silent Thunder: A-10 Tank Killer ii Sierra On-Line ** 20 
Total Eclipse Turbo Crystal Dynamics ** 10 Excalibur 2055 A.D. Sir Tech ** 37 Space 8ar, The Boffo Games **** 33 
Toukon Retsuden Tomy **** Extreme Assault Blue Byte ** 35 Spec Ops Ripcord **★* 43 
Triple Play'98 ea Canada **** 31 F-15 EA **** 43 Spycraft: The Great Game Activision **** 19 
Tunnel Bi Acclaim *** 25 F-22 Lightning II NovaLogic ★ * 25 Star command Revolution GT interactive ** 31 
Twisted Metal SCEA **** 13 FI Racing Simulation ubi soft **** 39 Star Control 3 Accolade **** 25 
Twisted Metal 2 SCEA **** 30 Fable Sir-tech *** 31 Star Trek Pinball interplay * 43 
vandal Hearts Konami **** 29 Faery Tale Adventure il Encore Software ** 40 Stare raft Cendant ***** 43 
Viewpoint Electronic Arts ★ 13 Fallen Haven interactive Magic ★ * 32 Starfieet Academy interplay **★ 36 
virtual Pool interplay *★★ 27 Fallout interplay **** 38 Starship Titanic Simon 8> Schuster **** 43 
VMX Racing Playmates interactive Ent ★ ★ 36 FIFA '96 Virtual Stadium soccer Electronic Arts ***** 13 Stonekeep interplay ***** 13 
VR Baseball '97 interplay ** 30 Fire Fight Electronic Arts **** 21 Streets of Sim City Maxis * 40 
warhammer: snadow oi me Homed Rat Mindscape 28 Forsaken Acclaim 44 Strife Velocity 20 
Warhawk SCEA 13 Front Page Sports: fommii pro -w 29 Sub Culture ubi soft 37 
WCW Nitro THQ 38 FX Fighter GTE interactive 09 Swarm Reflex Entertainment 44 
wcw vs The world THQ 30 G.Police Psygnosis 38 Syndicate wars Electronic Arts 25 
Wild Arms SCEA **** 32 Grand Theft Auto Take 2 **** 42 Temujin SouthPeak interactive *** 38 
wing Commander iv Electronic Arts ★ ★ 31 Hardball 5 Sport Accolade *** 14 Terminator: Future Shock Bethesda Softworks ** 16 
wipeout Psygnosis ***** 11 Havoc Reality Bytes. Inc. ★ *★★ 16 Terminator skyNET Bethesda Softworks ***** 26 
Worms Ocean **** 19 Heavy Gear Activision *** 39 Terra Nova Looking Glass **** 19 
WWF wrestlemania Acclaim **** 12 Heretic id software **** 05 Test Drive Off Road Accolade ** 31 
X-Com: UFO Defense MicroProse 14 Heroes of Might and Magic New World Computing **** 12 Tex Murphy: Overseer Access ** 42 
X-Men: Children of the Atom Acclaim ★ ★ 40 Hexen: Beyond Heretic id Software ★ ★★★ 14 Theme Hospital Bullfrog/Origin ***★ 31 
Xevious 3D/G+ ★ ★* 31 Hi-octane Electronic Arts **** 10 Tomb Raider Gold Eidos interactive *** 43 
Zero Divide Time Warner ★ ★★ 14 Hind interactive Magic **** 25 Toonstruck Virgin *** 26 

Hyper 3-D Pinball Virgin **** 18 Torin's Passage Sierra On-Line **** 15 
icebreaker Twentieth Century Fox ★ ** 20 Total Annihilation GT interactive *★★★ 36 

title publisher rating # iF-22 Raptor interactive Magic ★ ★★ 35 Twinsen's Odyssey Activision ★ ★★★ 34 

Online 
imperium Galactica GT interactive ★ ★★★ 33 ultimate Race Pro MicroProse ★ ★★★ 43 
interactive Fiction Collections ActMsion ***** 10 U.S. Navy Fighters Electronic Arts **★★ 03 

Aliens Online Kesmai *** 43 interstate 76 Activision *★** 31 under a Killing Moon Access ***★ 02 
Command & Conquer, sue suvmx Westwood * 41 into the void Playmates *** 33 Unreal GT interactive ***** 44 
Meridian 59: Revelation 3DO *** 37 isle of Four Winds: Rune War. The Arcanium Productions *** 39 Uprising Cyclone Studios ***** 37 
Netstorm Activision ★★★* 40 Jedi Knight: Dark Forces ll LucasArts 36 virtual Pool interplay ***** 09 
NetWAR Headland ★★★ 41 Jedi Knight: Mysteries of the Sith LucasArts ★ ★★★ 41 Virtual Pool 2 interplay ***** 38 
Tartarus Sony ★★★★ 40 Jetfighter in interplay **** 29 Virus Sirtech ** 40 
Ultima Online Origin **** 37 Journeyman Project 3 Red orb **** 41 VR Soccer vr Sports **★ 20 

Lands Of Lore: Guardians or Destiny Westwood Studio *** 37 wages of war 3DO ** 28 
Last Bronx Sega ★ * 43 ware raft 2: Tides of Darkness Blizzard Entertainment ***** 15 

title publisher rating # Last Express, The Broderbund ★ ★★★ 31 Warhammer: snadow of the Homed Rat Mindscape ★ ★★ 16 

PC 
Leisure Suit Larry 7: Love for Sail Sierra ★ ★★ 25 warlords hi: Reign of Heroes Red Orb *** 35 
Lemmings Paintball Psygnosis ★ ★★ 22 werewolf vs. Comanche NovaLogic ★ ★★ 13 

nth Hour, The Virgin ★★ 16 Lighthouse Sierra ★ ★ 25 whiplash interplay ***★ 18 
688(1) Hunter/Killer Jane's Combat Simulations ★★★★ 34 Links LS Access *★** 24 Williams Arcade Classics Williams **★* 15 
A Fork in the Tale Anyriver ★ 30 Lion Sanctuary Woods ★ ★★★ 15 Wing Commander iv: me pro of Freedom Origin *★*★ 18 
Abuse Crack dot Com ★★★★ 14 Lords of the Realm ll Sierra ★ ★★* 28 Wing Commander Prophecy Electronic Arts **** 40 
Advanced Tactical Fighters Electronic Arts ★★★★ 19 MAX. interplay ★ ★★★ 30 Wipeout XL Psygnosis ★ ★★* 33 
Afterlife LucasArts ★** 23 M1A2 Abrams interactive Magic ★ ★★ 32 witchaven ll: Blood vengeance intracorp ** 22 
Age of Empires Microsoft **** 37 Ml Tank Platoon ll MicroProse ★ ★★★ 43 X-COM: Apocalypse MicroProse *** 35 
AH-640 Longbow Electronic Arts ***** 21 Mageslayer GT interactive **** 37 X-COM: Terror from the Deep MicroProse **** 07 
Air Warrior n interactive Magic ★★★★ 31 Magic Carpet 2 Electronic Arts ★ ★★★ 13 X-Wingvs. TIE Fighter LucasArts **★ 32 
Air Warrior III interactive Magic ★★★ 40 Magic: The Gathering Spectrum Holobyte ★ ★ 31 XCar: Experimental Racing Bethesda Softworks ★ ★★ 35 
Albion Blue Byte **** 23 Master of Orion ll MicroProse *** 28 Z Virgin **** 23 
Alien Earth Playmates ★★★ 42 MDK Playmates ★ ★★★ 31 Zone Raiders Virgin ★ ★*★ 16 
Allied General Mindscape ★★★★ 18 Meat Puppet Playmates interactive ★ ★★ 34 Zork: Grand Inquisitor Activision **★* 39 
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□ here was a major 

inaccuracy in the piece ng 

ran recently (NG 43) on the 

emulation and ROM piracy issue. 

That article stated that "there is 

no question about the legality of 

emulators — it is not only totally 

legal to emulate the workings of 

one machine on another, it's also 

practically the definition of the 

modern general purpose 

computer." in fact, emulators that 

port games from one platform to 

another, for the sole purpose of 

being played on the other (newer) 

platform, are not legal. It is vital 

that NG, which is such a reliable 

source of information to many 

people interested in the 

emulator/ROM scene, prominently 

correct this error so your readers 

are not left with the impression 

that an activity that is clearly 

illegal is otherwise. 

Yes, some programmers do 

use emulators to create games. 

However, programmers who are 

properly licensed to create games 

for a game console use a 

hardware emulator, which uses 

proprietary code in combination 

with a modified console system 

and other specialized hardware. In 

this case, programmers are using 

emulators lawfully, that is, they 

use them to create new, properly 

licensed videogames with the 

authorization of the copyright 

owner. In contrast, most 

emulators that are freely available 

today are merely software 

emulators that have no role in the 

creation of properly licensed 

videogames and therefore have 

the exclusive purpose of infringing 

copyrights and are unambiguously 

illegal. 

Some emulators are made by 

hobbyist programmers, but that 

does not mean that they are legal. 

If the sole purpose of an emulator 

is to allow the playing of a console 

game on a PC, and the owner of 

the copyrights in that console 

game has not authorized the 

performance, display, or derivative 

work created when a console 

game is played on a PC, then the 

creation and use of that emulator 

constitute a contributory 

infringement of the copyrights in 

the console game. 

□oug Lowenstein 

President, IDSA 

According to the copyright 

experts Next Generation has 

spoken to, running an emulator is 

not in itself illegal. Using an 

emulator to run a copyrighted 

ROM or disk image may be illegal. 

There is a case that a copyright 

holder like Nintendo or Sega 

could seek an injunction against 

the distribution of an emulator 

because its primary use would be 

to infringe, but we stand by our 

contention that the actual 

program that enables a computer 

to emulate the actions of another 

computer is entirely legal. 

our great magazine is the 

only thing that has kept me 

from killing myself for the last 

month. Although l have come very 

close to lighting myself on fire, I 

have managed to survive in Egypt, a 

country that's stuck in the Stone 

Age, with hardly any videogames. 

All l have is my Game Boy, on which 

I've beaten all of my games (except 

the Japanese ones), and a tiny 

arcade that's filled with button 

mashers that I don't even get to go 

to that often. What has kept me 

from killing myself? The few issues 

of Next Generation that l brought 

with me and the hope of going 

home. I just want to thank you for 

making a great magazine for real, 

hardcore gamers. 

George Malek 

riml 03@psu.edu 

Any solace we can give a 

beleaguered devotee trapped in 

a far corner of the world like 

Egypt (or for that matter, say, 

Atlanta), we are happy to 

provide. 

love your magazine, and l 

love your reviews (I am a 

proud owner of StarCraft), but l 

have to disagree with your review 

of Rebellion, it isn't "click, click, 

click, yawn" to me. I realize some 

may disagree with me, but some 

games are for intellectuals, and 

this is one. This isn't shoot-'em-up 

or a Myst clone, but I think it is a 

great game for people who want to 

try a mind teaser if they can 

handle it, manufacturing and all... 

and l like the battle interface. 

Anthony Holmes 

tw_holmes@hotmail.com 

P.S. Sometimes l can't help but 

wonder if magazines base reviews 

on their advertisers' "gifts." Some 

do, so say it ain't so! I would 

appreciate feedback. 

Hey, we've always maintained 

that if you like a game, more 

power to you (even if it is a 

disappointing mess like 

Rebellion). On the other hand, the 

suggestion that Next 

Generation reviewers are open 

to bribes of any kind is insulting: 

For one thing, all kidding aside, 

we're committed professionals 

and take our responsibilities 

seriously. On a more practical 

note, if we lose the trust of our 

readers, we lose our audience, 

and sales plummet — in other 

words, why take some short term 

goodie or another if it means we 

eventually won't have a job? 

But lastly, all seriousness 

aside, we get so much free crap 

from so many companies, 

practically nothing stands out 

enough to sway our judgment 

one way or the other. After all, 

who really needs another Rolex 

or Porsche Boxster? 

□ have a question about the 

licensing of games. Why can't 

two companies have the same 

license at the same time? Is that 

illegal, and why would it be? 

Ian Smith 

ugzpep@aol. com 
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corresponding 

Actually, it's not, and it happens 

quite regularly. Although many 

times, as part of a licensing 

contract, a developer or 

publisher stipulates that 

intellectual property X may not 

be licensed to any other video or 

computer game company, such 

agreements are up to the holder 

of the property. Football titles, 

for example, wouldn't get very 

far if only one series had the 

exclusive rights to all NFL teams, 

and the NFL itself would be 

stupid if it made such an 

agreement — as it is, it can sell 

the license to as many 

publishers who can scrape up 

the money. 

In fact, even when exclusivity 

agreements are made, these can 

often be very complicated and 

leave a lot of leeway, especially 

when it comes to being 

exclusive, but only for a given 

platform. Universal Digital Arts 

has a license to develop a Xena 
game for PlayStation, for 

example, but Titus bought the 

rights for Nintendo 64. 

In other words, many 

companies can and do have the 

same license at the same time 

— it's all up to what kind of a 

deal they can get from the 

licenser. 

□ here's something I don't 

really understand. For the 

past four to five months, you guys 

have been putting two pages full 

of names in almost every issue, in 

alphabetical order of people who 

apparently "Get It." Now it doesn't 

take Sherlock Holmes to figure out 

that these people are probably 

subscribers. So I figure, "Well I'm a 

subscriber, so I get it." Apparently 

not, because in last month's issue, 

where I should have been saluted, 

l wasn't. Now I guess it's really not 

all that important to me because 

the main reason I read your 

magazine is to see what the smart 

and worthwhile games are, but it's 

a little disappointing to see my 

favorite magazine seem to 

somehow forget me. 

Could I at least know what it 

is l don't get? Or could I have two 

pages with just my name being 

saluted? OK, that's going a little 

far, but l would like to know. 

Thanks. 

Andrew Packer 

Pacmanl 040@aol.com 

The trouble with the subscriber 

list (and please, you're not the 

only one who got left out) is that 

it was compiled by our 

circulation division and wound 

up being taken from a list that's 

about six months old. If you 

were left off, it's likely because 

you subscribed less than six 

months to a year ago. 

Or hey, maybe you just don't 

get it. Who knows? 

□ am very happy that the 

Dreamcast specs are so 

powerful and that Sega is really 

working hard on this system. I 

have one problem with it — the 

controller needs to add two more 

buttons. Why would they go from 

one system that had eight buttons 

to a more powerful system with 

only six? Let's face it, with a 

system as powerful as this one, 

you are going to need eight 

buttons to do all the new things 

that l am sure new games will 

have to offer. I would like to know 

why they would do such a thing. I 

hope that they will add the other 

two when the system comes out. 

It would be a bad thing if I would 

have to play a Capcom fighting 

game with only four buttons on 

top and not six. It would not have 

that perfect feel the Saturn 

controller has. I would like to 

know if Capcom can get them to 

add the buttons? I hope you can 

give me some answers. 

Tyrone Morrison 

T morri2239@aol. com 

Sega seems to be following 

Sony's take on this one, which is 

that for most people, four top 

buttons is plenty and six just 

gets confusing, in fact, among 

the Next Generation staff, the 

N64 controller, with its mess of 

six buttons of two different 

sizes, is downright annoying. 

There's little correlation, 

really, between how "powerful" 

a system is and how many 

buttons it needs, indeed, the 

Dreamcast PDA, which is an 

integral part of the system, can 

conceivably be used for certain 

games — flight sims or war 

games, for example — which 

might need more complex 

control schemes. Rest assured, 

though, if there's demand for a 

six-button controller for 

Capcom-style fighting games, a 

third-party controller with all six 

buttons along the top will no 

doubt appear. 

□ he American Film institute 

just unveiled its top 100 

movies of all time. Are you gonna 

go with the flow and do a follow¬ 

up to your top 100 games of all 

time article you did back in NG 
21? 

Jesse Mason 

BuggynKino@aol. com 

The Next Generation staff 

runs this idea around every so 

often, and the general 

consensus is that, were we to 

do the top 100 again, there 

would be very, very few 

additions — at most a half 

dozen new titles might make 

the list, and the net result would 

be little more than shuffling 

around the titles that were 

already there (and some would 

fall pretty far). However, it's 

almost certain we will do it 

again some day. 

□ 've been a die-hard Nintendo 

fan, from NES to SNES to 

N64. Only recently has Nintendo 

faced any major competition, and 

now l realize how wrong I was 

about Nintendo. Its major problem 

is that it has no original ideas. Just 

one look at the competition shows 

me how unique those designs are. 

For example, the analog controller 

combined with a normal crosspad 

was one of the greatest ideas ever 

by both Sony and Sega. The 

addition of force feedback to the 

home market by Sony's Dual Shock 

Analog controller was a stroke of 

genius. The greatest achievement, 

however, will be Sega Dreamcast's 

addition of four controller inputs 

for multiplayer gaming, setting a 

new high watermark for 

multiplayer consoles. I now know 

to look towards Sony and Sega for 

unique advancements in gaming. 

Brian Peterson 

effraf ax@juno. com 

Hmm ... it looks like "Sarcasm 

Corner" is back. 

Someone actually liked 
Rebellion? Go figure ... 
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Top Programming Talent 

PSX, N64 and Computer Games 

0 R M F K Are y°u resPected for your creative vision and 
J s uami technical talent, and admired for your ability to 

STUDIOS get the job done? Stormfront Studios is looking for 
highly creative gamers who'd enjoy working on 
first-tier games with top game publishers. Our 
award-winning titles include NASCAR '98, Madden 
Football (PC), Star Trek: Deep Space Nine, 
Andretti Racing, Byzantine: The Betrayal 
(Discovery Channel Multimedia), 
Tony La Russa Baseball, etc. 

We re looking for talented, hard-working, self 
motivated entry, senior and lead programmers 
who'd enjoy collaborating with some of the top 
talent in the industry. The ideal candidate will 
have a strong background in C/C++ 
programming, game experience (or related 
experience) for the senior/lead programmer 
positions, and a genuine love of games. 

Ours is an open environment of small, 
mixed-discipline development teams, where high 
standards are respected and your contributions 
will be recognized. We offer a very competitive 
compensation and benefits package. 

Please send your resume to: 
Stormfront Studios, Att: M. Daglow 
4040 Civic Center Dr., 
San Rafael, CA 94903. 
Fax:415-461-3865, 
e-mail: mdaglow@aol.com 
www.stormfrontstudios.com 

we want you 
3QUARE30FT is seeking organized team players 

for our product marketing and sales teams. 
Game industry experience preferred. 

- i 3D Studior MAX 

C Visual Basic 

£ Alias Wavefront 

Ky Adobe Photoshop 

£ Fractal Painter 

£ Supersptfpe 

1 WorUJ. fool Kit 

£ C and C++ Brigramming 

y £ Softimage 

£ 4 Macromedia Software 

Financial Aid, 
W VA Services 

^Computer Technology 

Information1 -800-658-5744 
sions@uact.edu ■ http://www.uact.edu 

Digital Animation 
& Production 

Engineering 

A/fllltimedia 



Electronic Arts-Tiburon is always looking to snap up talented 

and motiuated individuals who want to shape the game 

industry tor years to come. In a little under three years, 

we'ue been responsible for the development of 13 video 

games, including such hits as Madden NFL™ 97 and J 

Soviet Strike™. And with Madden NFL™ 98, " 

NCAA® Football 98, Nuclear Strike™ and 

we re expecting another great year. 

If you've got whaftyakes, come join 
the feeding frenzy with Electronic Arts 
newest develop! 

Executive Producers Audio Engineers 
Producers Software Engineers 
Assistant Producers Computer Graphic Artis 

www.aii.edu 

CiUNOLOGY 
■ Computer Animation 

■ Multimedia 

■ Graphic Design 

■ Video Production 

■ Web Site Administration 

Housing 
Financial Aid, if qualified 
Employment Assistance 

15 Locations: Atlanta, Chicago, Dallas, 
Denver, Fort Lauderdale, Houston, 
Los Angeles, Minnesota, Philadelphia, 
Phoenix, Pittsburgh, Portland, 
San Francisco, Schaumburg, Seattle 

Call Today 

1.800.592.0700 
THE ART INSTITUTES 
INTERNATIONAL" 

300 Sixth Avenue • Pittsburgh, PA 15222 
®The Art Institutes International’, Inc., 1998 NXGEN 

All programs not available at all locations. 



STAINLESS STEEL STUDIOS 

Rick Goodman: 

Recipient of the 1998 Computer 

Game Developer Conference's 

"Annual Achievement Award for 

Game Design and Development". 

All inquiries will be kept strictly 

confidential. We are an equal 

opportunity employer offering an 

excellent salary and benefits package. 

Stainless Steel Studios, Inc., founded by Rick Goodman 

(creator/lead designer for Microsoft’s Age of Empires®), 

and based in Cambridge, Massachusetts has embarked 

on the development of real-time, multi-player strategy 

games for the next millennium. 

Here’s a unique opportunity to participate in the creation 

of innovative, top-quality game titles and become part of 

a new, fast-growing game development company that is 

poised to become the industry leader in the real-time 

strategy game genre. 

We believe that success is based on teamwork. If you are 

a die-hard gamer who is hard working, self-motivated, 

energetic and you are interested in having major input into 

the creation of ‘AAA’ game titles, Stainless Steel Studios 

is looking for you! 

We’re looking for the very best artists, character animators 

and senior game programmers in the industry. 

Visit our web site: 

http://www.stainlesssteelstudios.com 

or contact us at: 

ilovemyjob@stainlesssteelstudios.com. 

Join The Team That’s Developing 

Premier Real-Time Strategy 

Games For The Next Millennium 

FROM Sxn0’0!0 YEARS °F HUMAN HiST0M 
om Stone Age to the 

In Real Time 

Microsoft and Age of Empires are ei n.©1997 Microsoft Corporation. All rights reserved. 



nark and Interactive Magic is a registered trademark of 
Copyright 1998 Eagle Interactive. All Rights Reserved. 

UltraFighter 

///// /// 

l-r'ff 
OPTIMIZED FOR 

3D ACCELERATOR 
CAROS 

Interactive Magic 
P.O. Box 13491 

Research Triangle Park, NC 27709 

www.imagicgames.com 



RETRO VIEW A* 4ft 
by Steven Kent, author of a forthcoming book on the history of videogames 

Resurrection (part 1) 
et's set the stage properly 

here: When Nintendo 

launched the Famicom in Japan in 

the middle of 1983, it was an instant 

success. It sold more than 500,000 

units in the first two months. 

Internationally, the videogame 

market had never crashed the way 

it did in the United States. Even the 

Canadian market remained more 

intact than the U.S. market, in fact, 

1983 was an extremely mixed year 

for U.S. videogame makers. It started 

out with great promise, but by the 

end of the year, many companies 

failed, and the few survivors were 

mortally wounded. 

Warner Communication's Atari, 
which pioneered home videogames 
with such classics as Space 

invaders and Asteroids, [had] lost 
$356 million so far that year, 
dropped 3,000 employees from its 
payroll of 10,000, and finished 
moving all of its manufacturing 
facilities to Hong Kong and Taiwan. 
Plagued partly by sluggish sales of 
Intellivision games, the electronics 
division of Mattel [had] run a $201 
million deficit in 1983, while laying 
off 37% of its 1,800-member work 
force. Activision estimated that it 
lost $3 million to $5 million in the 
past three months, despite scoring 
hits with its new Enduro and Robot 

Tank games. At Bally, the leading 
manufacturer of arcade video 
machines, profits [were] off 85%. 

— Charles R Alexander, "Video 

Games Go Crunch," Time, 
October 17,1993 

Had Nintendo burst into the 

U.S. home market with an American 

version of the Famicom in 1983, 

history would be very different. 

Retailers might not have been 

taken by the Famicom at that point, 

and Nintendo may have been 

sucked down with Coleco and 

Mattel, instead, Nintendo decided 

that it needed a marketing partner 

and squandered months trying to 

set up a relationship with Atari. 

That partnership never 

materialized. After leading Nintendo 

on for a year, Atari broke off the 

negotiations and focused its 

attentions on the 7800. 

Left to market its game 

console alone, Nintendo introduced 

the Famicom as the Advanced 

Video System at the Consumer 

Electronics Show (CES) in Las 

Vegas, in January 1985. working out 

of a small booth in a corner of the 

Las Vegas Convention Center, 

Nintendo of America President 

Minoru Arakawa himself helped out 

with a simple display that included 

a basic Famicom (with a NAVS 

label), a computer keyboard, a 

music keyboard, and 25 games. 

We didn't even know if we really 
wanted to get into the home 
videogame business in the united 
States. We got a mixed reception at 
the show. The reaction, as I recall, 
was that anybody who would get 
into the videogame business was 
nuts. They liked the game, though. 
They liked the games. 

— Howard Lincoln 

In January '85 we introduced the 
Advanced Video System with the 
music keyboard and a [computer] 
keyboard and computer exercises, 
and it wasn't popular at all. 
Everybody really thought we were 
crazy or dumb. 

— Minoru Arakawa 

One person who saw Arakawa 

at CES described him as a small 

Japanese man who looked very lost. 

No one placed orders for the 

system, in fact, the general 

perception was that the NAVS was 

nothing but an Atari VCS in disguise. 

it was amazing because it was 
basically a rewarmed VCS, even 
going so far as having the same 
processor in the box as the VCS. 
[The Famicom had] a better graphics 
display chip, but the basic processor 
was the same. And the reason that 
they could have better luck with that 
addition was they had slightly more 
RAM in the thing so you could 
address more pixels, that's all. 
—Tom zito, former vice president of 

marketing, Axlon, Inc. 

Time was not on Nintendo's 

side. By the time the Atari deal 

collapsed, the once-promising 

videogame industry had become a 

nightmare. Stores were practically 

giving unwanted VCS and Intellivision 

cartridges away in discount bins, and 

no one welcomed Nintendo's 

"rewarmed VCS." 

Retailers took a tremendous financial 
beating because of the way the Atari 
business had fallen apart. I mean, 
with the demise of the old 2600 
business, you wouldn't even try 
bringing up the word "videogame" 
with some of these buyers. It was 
like they were going to pull you out 
to the parking lot and shoot you if 
you said the word "videogame." 
— Jim Whims, former vice president, 

Worlds of Wonder 

Over the next few months, 

however, Nintendo found ways to 

overcome those impressions. In 

fact, within one year of making its 

dismal showing at Winter CES, 

Nintendo had a powerful new 

partner and disguise. Within 18 

months, some of the very people 

who laughed at Arakawa in Las 

Vegas found themselves knocking 

on his door in Seattle. 
157 
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ng index 

NG index 
Welcome to the NG index. Each reference is to the first page of the story 

in which the game, company, or name appears. 

Abbot. Michael. 98 
Acclaim, 14,42.96.110 
Accolade, 84 
Activision, 14,46,82,96.130,157 
Age of Empires, 96 
Akolyte. 96 
Alexander, Charles. 157 
Alien Breed II, 10 
Allen, Paul, 100 
Alpha Centauri, 46 
Altered Beast, 18 
Amano, Yoshitaka, 131 
Appaloosa, 96 
Arakawa, Minoru, 157 
Arena, 34 
Argonaut Software. 48,96 
Armored Core 2.86 
ASCii, 16.86 
ASCilWheel 64.16 
Asteroids, 10,157 
Atari. 14.15.18.157 
Atari Games, 72,144 
Atari VCS. 112 
Atlus. 85.131 

B 
Babylon, 94 
Babylon 5. IS 
Baja Racing, 12 
Bally. 14 
Bandai, 24 
BASIC, 100 
Basketball. 96 
Batman, 53 
Battiezone, 14.56 
Battiezone 2.96 
Sauer, Chris. 68 
Bellfield, Charles. 95 
Bennetts, Steve. 73 
Bernstein, Dan, 39 
Berzerk, 14 
Bethesda Softworks, 34 
Biohazard 2.24 
Bizarre Creation. 96 
Black and white. 96 
Blitz 2,96 
Blizzard. 64 
Blood. 38.142 
Blood 2: The Chosen, 38 
Blue Byte. 140 
Bomberman, 14 
Bonk 3D. 98 
Brave Fencer Musashi, 85 
Breakout. 10 
BRender. 48 
Broderbund,12 
Bug 3.96 
Bukowski, Peter, 14 

Business week, 95 
mmmm c 
Caddyshack Golf. 15 
Capcom, 8.24.136.152 
capcom Generation, 14 
Capcom Generation Five, 14 
Capcom Generation Four, 14 
Capcom Generation Three. 14 
Caraher, lee. 95 
Carmack, John, 9 
Carmageddon 2.14,96 
CART Precision Racing, 16 
Castlevania 3D. 96 
Cecil. Charles, 8 
Cendant, 64 
Centipede. 11 
Cinematronics, 14 
Circuit Breakers. 134 
Civilization, 46 
Cliffhanger, 111 
Clock Tower Ghost Head, 24 
Cohen. Rob, 42 
Coleco. 157 
Command & conquer, 48.96 
Commando, 14 
Core, 14.76 
Crash Bandicoot, 18.56 
Crave. 86 
Croc. 9 
Croc 2.96 
Crystal Castles. 10 
Crystal Dynamics. 8,96 
Crystal Method, 134 
CyberFlix. 142 
Cyclone Studios, 48 

D 
D.102 
02,102 
Daggerfall, 34 
Dark Earth Adventure, 96 
Dark Reign, 14 
Darkstalkers. 136 
Data Age. 14 
Daytona USA. 112.144 
Daytona USA 2.96.144 
Dead or Alive, 24 
Dead or Alive 2,96 
Death Race, 14 
Deathrace 2000,14 
Decade, 10 

Deer Hunter, 42 
Defender. 10 
Delta Force, 83 
Descent. 16.128 
Descent Freespace: The Great war. 128 
Diablo, 64 
Diablo 2. M 
Die by the Sword 2,96 
Dienstbier. David. 42 
Digital Pictures. 15 
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generation of Star Wars 

return of Indiana Jones. 

NEXT Generation #46 
on sale September 22,1998. 

Smart readers have already subscribed. To find out how you too can save money 
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